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In most RPGs, you spend most of the game travel- 
ing from location to location to uncover pieces of 
information, participating in minigames, and fight- 
ing boss battles that further the game’s story line. 
Occasionally, your party is drawn into random bat- 
tles as it moves between towns, but the real focus 
is on character interaction. 

Final Fantasy Tactics, however, focuses on the 
game’s tactical aspects. You still build up your 
characters and learn new skills and actions, but 
the real emphasis is on the battle strategies them- 
Sonos 
Weems eel oan eee 
its Final Fantasy predecessors is the game’s 3-D 
battle system. You wage the game’s battles on 
isometric-view 3-D maps (as large as 16 x 16 tiles) 
where terrain, height, and other elements become 
factors in the battles. Even though the game is 
turn-based, you must plan your strategies carefully 
before you commit units to battle. 

Some may consider these battlefields small, 
but with the added element of height, they don’t 
feel particularly cramped. You can rotate the 3-D 
iE eM Leos com RCO AMO aCe ke 
eres Cita emma tira Om OL Cel eae 
and locate obstacles. The two-level zoom feature 
lets you zoom out, the camera angle feature allows 
you to tilt the viewing angle, and there’s a bird’s- 
eye map view, as well. 

In previous Final Fantasy games, the battle sys- 
tem incorporated the “Active Time Battle” (ATB) 
system. In Final Fantasy Tactics, Square has updated 
the ATB system to the “Charge Time Battle” (CTB) 
system. Each unit has a Charge Time (CT) meter 
that starts out empty and fills as time passes. 
When a unit’s CT gauge reaches 100, the player 
can input a command for that unit to move, attack, 
cast a spell, and so on. Keep in mind that the 
enemy units have CT gauges, as well; both friendly 
and enemy characters can act, with their speed level 
CO Com i eaeroe eres 

In the following sections, we'll explain the 
intricacies of the game’s battle system (and how to 
ire com iC oo eed TO Cea OMe CORLEY 
70 battle maps, and provide detailed information 
on each of the 20 Job Classes and NPCs, as well as 
a complete listing of all monsters, items, hidden 
treasures, and secret locatior 

Welcome to the world of Final Fantasy Tactics! 
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In a simulation/RPG such as Final Fantasy 
Tactics, you must complete each battle suc- 
Si Va xo com oleme eee eos 


H > story line. The g uot aii) sis O 
in the story line. The game’s emphasis on BE 2 nctinniga’ battles the Ag 


battle requires you to fully understand r Formation screen will appear. Here 
A must choose and position the characters y 
how the game works before you can want to deploy in the next battle. It’s 


succeed in the tasks ahead. This important not only to take the time 
‘ to decide where to pla: 
section takes you step by step characters, but to ensure your 
, roup is comprised of a well- 
through the features of the game’s eit ced teraca he 
battle system and shows you how ; be ish of charactes 
‘ rom which you can 
to use the different parts initially, after the prologue 
aR - battle, nsists of Ramza 
together to take full advan orenie 
tage of this information. Squires, and one male and 
‘ y One) female “Chem 
r ¢ , -£ — S))\ allow for the mos 
to oe \ range of Job Cla 


want to select both a male 

and ag female Sqtire and 

both Chemists. Make. sure 

youcall up each_unit’s Status 

) Screen. with»the M™ button so 

you can choose the strongest, 

and “bést-equipped characters, 

Although you can’t make any 

}\ adjustments to their~Current 

| setup, you can view their 

. equipment configurations and 
other vital Statistics. 


Placement is important, but notas much as selecting 
the proper characters for each battle» The maximum num- 
ber of Attack Team members is fiye. However, in some bat~ 
tles, that number reduces to four, and yet others force you 
to divide your group into two battalions of one to’ three 
characters. The left side of the screen displays the number 
of members each Attack Team may consist of. You can 
always choose to send less than the required number, but 
never more; In fandom battles you have the option of send- 
ing other characters into battle in Ramza’s place. 





NAT. 
In bats Ghat force ou to 
divide your troops, you can 
use the X button to switch 
between the firs formation 
screen and the second to 
reorganize your units as you 
se fit. However, when 
switching characters from 
fone sereen to the other, you 
rust fist remove them from 
the screen they were originally 
placed on before moving 
them to the next. 









Winning Conditions 


To complete a battle successfully, you must meet its objec- 
five. Winning Conditions fall into three categories» Defeat 
all enemies, defeat one enemy, or save one allied charac- 
ter. In the case of the!latter two, the name of the character 
you must save or defeat will be shown and the character 
briefly highlighted. Failure to satisfy the battle’s objective 
results in “Game-Qver,” and you must reload and start the 
game from your laSt-save Spor! You,ean fail it two ways: If 
‘ 4 
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Ramza dies and\isn't resurrected before his countdown 
runs out, or if a character you’re supposed to protect dies. 
In the latter instance, you won't have the,opportunity fo 
revive this character; “Game Over” is declared at, the 


moment of the death blow. 
ae innin 


Metis i 
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A Checklist before Entering the Fray 


Before sending, your,troops into battle, remember these 
things: 


V 


4 Make sure you’ye equipped. your characters properly 
with all the necessary armor, weapons, and other equip- 
ment. Visit the shops in towns often to make sure you 
have the most up-to-date equipment. Your enemies cer- 
tainly will! 


eee Ol) 


BY 


4 After eath battle oritwo, check to see how many JPs each 
character has accumulated, purchase new spells if you so 
desire, or chang@\Job Classes. This maintenance needn’t 
occur after eveny battle, but you’ll.want to keep close tabs 
on your characters? job development so you can pick up 
Tore powerful skills on schedule and change classes when 
you consider it,necessary. 


rs 


Vy 


4 If you've changed Job Classes recently, make sure your 
characters ate equipped appropriately. Certain Job 
Classes restrict the use of certain types of weapons and 
armor, Which can leave a character unarmed and/ofe 
without armor. This is especially crucial during the first 
few battles, whenlaccess to different equipment classes 
is/more limited: 

4 When organizing your party, make sure the group you’re 
sending into battle is strong in both offensive and defensive 
(restorative) skills. It's important to have at least one char- 
acter in your party who can heal, cure, and revive. During 
the game’s first two chapters you'll probably want to have. 
two or three units with access to these abilities. 3 


4, Save your game before and after each battle!!! This prevents. 
having to backtrack too far if you fail and safeguards 
you against those nasty acts of God (power outages and 
the like), 




































During battle, you can wage war both 
physically and magically. Each method 
has its pros and cons. Keep this in mind 
when training your units. Certain Job < f eM 
Classes excel in hand-to-hand combat and PAL RRC CS 
can withstand the pressures of the front line. a 
Others need the protection of other units to better perform 
their Iong-ranged spells. 
To perform most of the physically based 

attacks, your characters must close the dis- 
tance between themselves and the enemy 
units. Most weapons have a one-panel 
attack radius requiring* your character to 
stand next to the target unit. Although physi- 
cal attacks tend to wield the-greatest strength, 
they also put that member of your attack 
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ing troops to fill your front ranks, look fi! 


for those with HP totals as high as. their i 
attack strength. ae 


Magical attacks, on the other 
hand, as well as Gun and Bow/Crossbow attacks, can be 


waged from afar. This allows you to keep your Priests, Tricks of the Trade 


Wizards and other “at-risk” characters out of harm’s way 


while still contributing to your army's success. A game as complex as Final Fantasy Tactics affords you the 

When attacking any enemy unit, take time to*confirm chance,to employ numerous battlefield strategies. Learning 
the success ratio for that attack. Some foes are immune to whatsto.do’ and when to do it is part of the fun. There is no 
certain types of attacks and spells; others are protected by © one way to win this game and you should explore as many 
armor or the items they have equipped. For the greatest — strategies and techniques as you can. Developing yout own 
chance of success, try to attack enemy.units-from the rear style, instead of following someone else's, personalizes your 
or side. The percentage of success is always lower when gaming experience and makes thepgame more rewarding. To 
you attack an enemy head-on. get you started, we’ve compiled some basic guidelines. 





ig Menus and Screé 


losing the battles! 


screen information for both allies and enemies. 
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Once you-veSmeta battle’s objective, the screen 
Y shifts-to. the World Map view, allowing you to explore 
range at equal risk of attack. When choos- MW vewlyopened areas. As the story progrésses, you'll 
PF find yourself revisiting areas to gain valuable information. 

_\fnaebattle's objective isn’t met, the “Game Over” screen 
appears and you must restart from your last saved position. 





The programmers at Square Have provided a great-deal of 
information in the onscreen menus /and“lists.that you can 
access during battle scenes. Knowing*how-and when to use 
this information can make the difference between winningyor 


You may access detailed information on a given chatac- 
ter’s status, equipment, and abilities at any time during the 
game. During the battles, the AT and Unit List'Screens allow 
you to see a character's sequencé of moves and access status 





Status Screen 


PCO aw Ta) 


On this screen, you can view the abilities and equipment a 
character possesses, as well as their Move, Jump, and Speed 
levels. Use this screen-to survey which enemies pose an 
immediate threat and which have items worth pilfering 
(using the:Thiéf’s Steal ability set) or breaking (using the 
Knight's Battle Skill abilities). 

You can also acquire detailed information on a partic- 
ular equipped item or ability through the game’s Online 
Help system. To access this information, press the SELECT 
button to bring up the finger pointer, and then move it to the 
area of interest using the directional buttons. Press the @ 
button to display information on that item. 


AT (Active Turn) Screen 


oz 
oz 
og 
og 
5 
06 
o7 
o8 
°9 
Io 


The AT-.bist is the most important and informative screen dur- 
ing battle. Its purpose is two-fold: First, it allows you to see'the 
order of all units’ (allied and enemy) AT period, and learn when 
a magic spell or charged attack will be discharged. With spells 
and charged attacks, the name of the unit responsible for initi- 
ating the action displays in parentheses to the right. To differ- 
entiate sides, enemy units display in red type and allied units 
in black. Using this information, you can planmagic spells or 
charged attacks witknowing when the spell will be executed in 
relation to the targeted enemy's AT. 








Second, you can use the AT List to locate a unit on the 
battlefield or learn where (or on whom) a magic spell or 
charged attack has been targeted. Use the #8. directional 
buttons to select a unit or an attack and press the @ button. 
The battlefield will appear with the targeting cursor cen- 
tered on the selected unit or highlighting the tiles targeted 
by the attack. ft 

AK | C 
When you view the Map 
screen from the AT List, you 
can't rotate, toggle the viewing 
angle, or z00m in or out. 








Unit-List Screen 


Accessing this screen,allows the player to see the current sta~ 
tus (HP, MP, CT, Level, and Brave/Faith points) of any allied or 
enemy unit (except the Zodiac bosses’) on the battlefield. You 
can filter the information that displays using the L2 and R2 but- 
tons, Using the'Diréctional pad or the L1/R1 buttons allows you 
to move through the onscreen characters to the one you need 
détailed information on. To open the Status screen for the 
selected character, press the @ button. 


Before your units may attack the enemy, their turn must 
come around. This is where Active Turn and Charge Time 
come into play. 


Active Turn (AT) 


Once the unit’s Charge Time (CT) reaches 100, its command 
turn comes around. This is called Active Turn (AT). It’s pos- 
sible to Move and perform an Act during each AT, although 
you needn't perform either if you don’t want to. 

If only an Act is performed during AT, that unit’s CT 
starts at 20 instead of zero, and likewise if only the Move is 
performed. If both Move and Act are ignored (if just Wait is 
executed), that unit's CT initializes at 40. 

Using only a portion of the character’s available com- 
mand actions, then, allows that character’s AT to occur 
more quickly. 


FINAL FANTASY TACTICS #THE OFFICIAL STRATEGY GUIDE |S 































Charge Time (CT) 


CE is the amount of time required-for a spell or special 
attack to actually execute after You give the command. For 
example, “af Joffertsive biachdag Phell frequires time 
between command input and Spell execution. Generally 
speaking, the more powerful the spell, the longer the 
Charge Time. Of the Ice spells, the weakest, Ice, will take 
the least amount of time. Ice 2, Ice 3, and Ice 4 follow in 
ascending order of power and length of Charge Time. 
Therefore, a weak attack or spell will execute faster follow- 
ing the command. 

On the other hand, an attack or spell that requires a 
longer amount of Charge Time means that other characters 
could fill their CT gauges and be able to execute commands 
of their own, For example, if an enemy Wizard enters the 
command for a high-level spell such as Fire 3, it’s possible 
to attack that character with quicker attacks and spells and 
take out the enemy before it can actually launch the devas- 
tating spell. Understanding how CT works is extremely 
important to ensuring victory. 





Physical Attacks 


Most physical attacks require the attacking character to be 

positioned directly next to the enemy they wish to attack. 

Exceptions to this rule are attacks’ made.with Spear 

=), and Stick-type weapons, which have an extended 

= { attack range”of two panels in each of the four 

cardinal directions, and attacks made with 

Bows/Crossbows and Guns, whose range is 

" circular and begins.roughly. three. panels from. 

its user (depending upon the 
weapon). 


(a 





olan 


/ 





ee 


ON AN 


Even though the Argher cah’t tafget nearby enemies 
directly, he/she can still hit them by setting the target- 
ing cursor on a panel that places the enemy between 
the Archer and the targeted panel, 


Mosy PHYSICAL 
 XvANOKS FALL 
WITHIN THIS 
yf ONE-PANEL 
ATTACK RANGE. 





~—> PIERRE G 


SPEAR AND 

‘STICK-TYPE 
VEAPONS ALLOW 
Jiro TO ATTACK 
FROM A GREATER 
DISTANCE WHILE 

‘AVOIDING AN 

ENEMY’S 

COUNTERATTACK. 





ARROW-BASED 
ATTACKS HAVE AN 
ATTACK RADIUS 
WELL BEYOND 
THAT OF OTHER 
PHYSICAL 
ATTACKS. 
However, 
ENEMIES WITHIN 
TWO PANELS 
CAN'T BE 
TARGETED, 





> 





With the exception of charged attacks, physical attacks 
occur immediately after you enter the command. 

Gharged attacks work similarly to magic spells in 
requiring a period of time to accumulate strength before 
execution. To avoid giving your target the opportunity to 
slip aWay, check the positioning of the attack’s execution in 
the” sequence of unit AT turns before setting the attack: 

¥ Press the & or ® directional button after highlighting the 
attack you want. This displays the AT List and shows when 
the attack will occur. Using this nifty feature is essential 
wach settifig magical attacks. (But we'll get to that in a 
mute!) 


THIS PREVIEW 
AT winpow 
SHOWS WHENe BS 
HARGE 
+ 2 ADWACK 
WILL DISCHARGE. 






Certain attacks, such as the Lan¢er’s Jump skill, proyide 
the bonus of making that unit invulnerable to enemy attack 
until after his/her own attack is completed. Of Course, this 
isn’t without drawbacks. After a Jump attack command is 
entered, that unit also can’t be targeted by/allied units for 
beneficial spells, such as Cure or Haste. And Jump requires 
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that you target a panel, not a unit. Because you can’t deter- 
mine when the jump will conclude, if the targeted unit 
moves from the targeted panel before the attack executes, 
the attack won’t succeed. 


Magical Attacks 


Unlike physical attacks, most magic attacks/requiresa set 
amount of Charge Time. The magical spells’ effectfadius of 
one to three panels, allowing them to affect multiplestinits 
with a single attack, offsets this time deficit. When select- 
ing a Spell to cast, the amount of MP required to cast itand 
the length of time that will pass before it executes displays 
to the right. Press the > directional button prior to com- 
mitting casting the spell to learn where in the AT List the 
attack will discharge. 

Once you've determined which. spell a character will 
cast, you must determine whether to target a specific unit 
or the panel they stand on (if there’s'a“live” unit present on 
the selected panel). This option gives you the flexibility of, 
fixing the location where the effect will occur or allowing 
the effect’s range to move with the targeted _unit. 





Here A Cure 2 
SPELL IS TARGETED 
DIRECTLY ON A 
SKELETON. 


When targeting a unit, remember that if 
the spell requires a long charge period, the 
targeted unit may be able to act before the 
spell becontes 
active. If this 
occurs, it’s pos- 
ssiblewhe or she 
Will move) ifito 
the midst of 
yourtanks; 
in that case, 


Prior to casting a spel, take 
the time to compare its effect (that is, amount of dam- 













certain characters are more vulnerable to one form of 
magic than another. 


When. the spell executes, it 
. may affect your own units, 


\ argument for checking the 
AT List before you castany 
attack that requires the 
passage of time before 
completion! Ensuring a 
spell will actually harm its 
target before his or her AT 
turn is: crucialeto using the 


~ magical afts effectively. ao 





age) to other spells in your arsenal. You'll find that" 


This is the most compelling/ 
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Consider, too, 
Magic Users. If the 
unit charging a 
spell dies before the 
action’s complete, 
that spell will never 
come to pass. 


thewprotection of your 







The time requited for charged attacks decreases 

drastically after the first round of battle and then 

fluctuates throughout its course, a spell’s CT is 
prohibitively high during a battle’s first round, wait an 


; AT turn or two before trying to cast it. 


Effect of Terrain 


One element that stands out in Final Fantasy Tactics is the 
variety of terrain types imits battlefields. Battle map topog- 
raphy is very important With regard to both movement and 
attack. 

Each unit has an associated Move level. When the bat- 
stlefield is relatively flat, this is the maximum number of 
tiles that they can movejfrom their starting point. However, 
because most battlefields are not flat, the character's Jump 
level comes into play. ¢ 







Asyotl CAN SEE, oh. THE 


WORLD \GP*FINAL Y 
TACT URS OVI 
VARIETY OF ENVIRO’ 


HL 4404 
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| indicates the greatest vertical distance 

rom one panel to the next. For example, a 

el of 3 can move from a panel with a height 

nt panel, as long as that panel’s height doesn’t 
s 
















































































ko epi siso plays a large 
4 bare in determining the range 
pad ‘of Crossbow) and, to a lesser 

extent, Bow attacks, Crossbow 
. J quarrels launch in a straight 
path. An obstacle Tying between you and your target will~ 
greatly reduce the possibility of the attack succeeding, or pre- 
vent it altogether. Arrow attacks from Bows arc through the air, 
allowing the Archer a much broader range and higher success. 
ratio against obscured opponents. Higher ground provides the 
perfect Vatitage point for both types of attacks, affording the 
greatest targetable area. 
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Finally, variations in landscape elevation affect physi- 
cal and magic attacks that have vertical limitations. If the 
difference in height between thestargeted panel (or the 
panel a targeted unit stands on) and the caster’s location 
exceeds the vertical attribute/of the attack, those panels 
won't be affected and the attack won't be allowed. 





Reaction skills are designed to respond to enemy attacks, 
From guarding against an enemy's physical attack to 
restoring HP using potions to turning invisible after receiv- 
ing damage, reaction abilities enhance the way a character 
counters enemy attacks. 

Support and Movement abilities enhance a character's 
status by expanding his or her capabilities for power, attack 
range, accuracy, movement, and speed. Support skills also 
allow a character to equip items or use intrinsic skills out- 
side of his or her Job Class. Employed wisely, these skills 
can augment weak characters and endow strong ones with 
superhuman abilities. 


Keeping your troops alive is your number, one’ priority. 
Should a character fall in battle and his or her life counter 
expire, a crystal or treasure chest remains onthe battlefield. 
Once this happens, you lose that character for the duration of 
the game. If this happeris to Ramza, the game ends and you 
must replay the battle. For this reason, you must position 
your characters with restorative abilities so they can heal 
those;who fall prey to enemy.troops,.as well.as support. the. 
rest of the team offensively. 

Healing a character can occur via Ramza’s Wish ability, 
Which transfers HP from the caster to the target character; 
Cure spells, which affect multiple characters at once; and the 
Potion items thrown by a Chemist. 








4 > 


¥ 











In the world of Final Fantasy/Tactics, every unit takes 
guardianship of one of the 12 signs of the ZodiaceThese 
“guardian constellations” greatly influen¢e a character's 
affinity with companion units. If a character attacks a whit 
with “good affinity,” he or she can inflict greater than nor- 
mal damage. If the target's Zodiac has»bad.affinity” to the 
attacking character, less*than-normal: damage is inflicted. 
Affinity within your own party is equally important. When 
selecting characters to deploy. inebattlé try to sélect a team 
where “good affinity” exists among all members. During 
battle, you can checkyour astrological affinity by calling up 
the Help screen forethat unit's Zodiac sign’ on the Status 
screen. 














Zodiac Alignments with Good Affinity 


The-affinities of Zodiac alignments are determined by their 
positions relative to each other when all the Zodiac signs 
are plaeed, in order, in a circle. The Zodiac signs that share 
goodaffinity are those that form an equilateral triangle (one 
with three 120-degree angles). A character can inflict 
greater damage on an enemy with a Zodiac alignment with 
good.affinity than on a character with neutral affinity. 

Affinity is at its greatest when the Zodiac signs are 
oppOsites (those with a 180-degree aspect to one another), 
and the.characters are of the opposite sex. 
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Zodiac Alignments with Bad Affinity 


Zodiac signs that have bad affinity are those with 90~ 
degree aspects (any four Zodiac signs that form a square) to 
each other. A character will inflict less damage on an enemy 
with a Zodiac alignment that has bad affinity,than on a 
character with neutral affinity. 

Zodiac signs with 180-degree aspects for ‘haste 
the same sex have the worst affinity. a 





Brave and Faith Points 


The number of Brave! and Faith points your character pos=~ 


ter is on the,battlefield. Brave points affect how po ily 
your character can attack; Faith points affect the charac! 
affinity with the wacteat arts (both giving and Hee | ). 


sesses also plays a large role in how effective your , 


Brave Points 


\This parameter displays the relative bravery of a character. 
When it’s high; specific types of attacks become more pow- 
erful and/or*more accurate. However, when it's low, the. 
character may become fearful, abandon battle, and hide in 
the corners of the battlefield. If it falls below 10, the char- 
acter will turn into_a chicken. Although unit gains a Brave 
point for each turn they survive, if the unit hasn’t changed 
back to human form before the battle ends, you'll lose their 
services forever, 

You can raise or lower Brave points during the course 
of a battle using certain magic spells or abilities. Although 
raising a character's Brave points has obvious benefits"in 
the attack realm, lowering them seems to make a character 
more able to find rare items using the Move-Find Item skill. 
Regardless, after each battle, a unit's Brave points are reset 
and reflect only a fraction of the enhancements acquired 
during battle. Beware of lowering a unit’s Brave too much; 
with a score of five, there's a chance that he or she may 


possibly leave your party. q “ 
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This parameter reflects how much faith a character has in mat- 
ters of religion and the supernatural. A character with high 
Faith points has better affinity with magic than those with 
lower levels. This is good when casting a Spell or receiving a 
defensive one, because it increases the spell’s effect. However, 
units with a greater affinity for magic also take more damage 
on the receiving end of an offensive spell. As with Brave points, 
you can alter this parameter during the course of a battle using 
certain magic spells or abilities, and reaching’a 95-point level 
may possibly cause the character to leave the party. 


Faith Points Ra 


» 


Status Anomalies. 
y 
Units who've suffered certain spells or attacks from certain 
“Weapons can end up ee from various status anomalies. 
te While afflicted with these abnormalities, the unit may or may 
not return to normal with the passage of time. Recovery differs 
for each condition, as the following table illustrates. 


Negative Status Anomalies 


Anomaly Deseription/Recovery Method 

Poison lowers the unit’s HP. Cured by Antidote 

sf : and pee or through magic. 

Sleep Can't move or perform an action due to state of 
wey Cured by Remedy, magic, Or sustaining 

ick, 

Silence Can't use magic. Cured by Echo Grass and 
Remedy or by magic. 

Darkness ion of successful hits when you attack 
drops. Cured by Eye Drop, Remedy, or magic. 

Confusion. Causes unit to act randomly, including attacks, 
spells, and use of items. Cured by Remedy, 
magi sustaining an attack, 

Charm lied units. Cured when you sustain an 

icky 
& ue attacking the closest units, without 






ig any command inputs. Cured by magic. 
er dies over a period of three turns. 


Move move (Act and Wait are still possible), 
oe by magic. 
er 7a "t act (Move and Wait are still possible). 
Cured by magic. 


Character is turned into stone. Cured by Soft, 
/, or magic. It's “Game Over” if all of 


“th units are os to stone. 
ah become inoil and'thus vulnerable 











Oil” 
to Fire attacks. Cured by Remedy or when you ‘ 
‘sustain a Fire-based attack. ' 
Toad You can only 
Chicken 
“participate | . Cured by 
battle ends while the unit is in this : there is 
the chance that he or she may possibly 
your party. 
Undead Character sustains damage from items/spells 
that restore HP. Cured by Holy Water. 
Cannot Occurs when HP reaches zero. Use Phoenix age 
Down or magic to recover. r 





PAC: Wie 


Propositions 


The bars in the towns and cities allow characters seeking 
fame and fortune a means of gaining extra experience and 
Gil. Accepting a proposition consists of paying an up-front 
fee for information from the barkeep and then sending a 
portion of your group on a mission. For each Imission/ you 
can send up to three units for a set period of time'(as long 
as it's not Ramza or any guest characters that 

have joined your party). The characters 

are missing from your group during this. 

Ey & time and you can’t use them in battles. 


US 
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After the specified time has passed, returning to that 
bar allows you to retrieve your characters and get a report 
on their accomplishments. The rewards for successfully 
completing a quest are JP, treasures, unexplored lands, and 
reward money, 


seth ap EGY Leb tot ca 


cof the game's propositions. 






The safest way to accumulate JP through propositions are where two town locations are 
directly next to one another on the map. This allows you to move back and forth between 

the two towns to pass the time (one day for each move) while avoiding 
possible random location battles. 





Certain propositions have “unspoken” job requirements. If you send off characters 
‘unskilled in the occupations the task requires, it can result in lower JPs, less reward 
‘money, or failure. For example, one proposition, "Master Math,” cals for a member of 
Your troop to act as a Math Tutor. Failure, or at least reduced Ps, is guaranteed if you 
don’t send the one class that specializes in Math, the Calculator. 


CAUTION 


DONS SSeS UAE RC CSI Reo ye 
sitions. The longer it takes you to retrieve them after a quest is 
eC ame CMR CCE 


If you need any of the characters 
you've sent on a proposition, you can call 
off the mission by selecting, the “Call 
Back” option from within the bar. 
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All “the. action in “Chapter One, which 
“ explaifts“the friendship ‘of \our heroes, X 


Ramza ahd Delita, and the reasons for their 


A DRVEY OF THE BATTLEFIELDS serene 


ition of Princess’ 
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Be) “ngo'spar this fit See 
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»”& | | e 


Mission Three Os 
— a y 4 P~ +e 
This battle,Guring whichyowcontroronly Ramza, depicts the Aligrnptel eeg by his brothers for te y £m 
i 

a 









Be 


€ 


lll 


kidnapping of the Princess Ovelia”by a oS a and pyaisedf9r hisfis8ion’s suceéss, Ramza\ s army 
ttle sible YN, 


striking, reser E to Delite’ Hyral. Qs is Bi Yoeuaterthengsent toffake Care of the eve 


Imdor’s kignapping, » 







ATT L 


in 


Mission one: Defer ing Ig 


3 


~~ 


OF THé¢ 


we / 
a Te Igros we 


Chapter One's first miSsion sends Ramza, Delita, and their @ Thieves’ Fo 
army of Hokutem cadets rushing fo defend Igros Castle from ® attlé 7! Thieves’ Fort 
the Death Corps, 2 group Uf disenfranchised soldier A Agtos Castle 
the, 50-Year War. Along'the way theyssaye*@ryoun ard 


Event; Algus leaves party. 
named Algtis, protector of a Marquis ElmM@or, whose 5 Laide 


embassy was ambushed on its, way to. Igros Castle. - } 4 we 
, & : Battle 8: Lenalia Plateau . 
1. Magic City Gariland L 5; Foydham Plains , \ 
Battle 2: Magic-City Garland e ttle 9: Windmill Shed / 1 , 
Evapteit Délita joins"party 4s’a Guest Nemboy < 6,/Fort Zeakden . 


2! Mandalia Plains ‘¥ 
Battle 3: Mandalia Plains 

Events: Choosing/option #2 before Committ 

battle faisés your Brave. points! Algus joinsiparty 

Guest Member} ‘ . fy 

3. eX Sn ee ene” Sua 


Battle 10: Fort Zeakden 


Mission Two: Saving Marquis. el 2 


Although Ramza’s brothers smalls torRUSe Ter 
Castle, Ramza joins Algus on his*q © rescue his tor 


Marquis Elmdor. PS * | 
hwy TE i; 
pe 

1, Igros Castle : } b 

2, Sweegy Woods * Ate | 4 


Battle 4: Sweegy Woods i ' ‘ 
3. Dorter Trade City FA 
Battle 5: The Slums of Dorter “ 


4. Zeklaus Desert ol 








Battle 6: The Cellar of the Sand Mouse ¥. 
5. Igros Castle 2 : 
‘ nD 
” 3 ’ ; 
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Peo Te Monona 


eT eR ere te 
Archer x3, Chemist x1 





BATE MAP Oh: 


ORBONNE MONASTERY. 


n thip fit bale) you "Don't worry about 
controlonly) Ramza: laking wrong moves 
The ¢Omputer con Defeat all enemies! Nduting this battle. tf 

trols /all \ofher charac- \ ) Ramnza’s HPs fall below 

ters," bath ally and zero, he will merely, fall 

Anemyg Commanding ~ . Unconscious | and wbé 

<Conlyyone character ‘lets = ae” \ unable to act as the rest 

you focus whiles nop, i Nofithe battle plays out. 

/overwhelming youswith || 3 P 

Ae the fine points of using 

thegame’s battle system. 


Ve) 









Onditions for Winning 

























x 
Lise Wiis. battle. 


oO 
fis, eet a J 
and, actions functionp 4 
but also to learn how (nF 
to use tools such as \ 
the AT and Unit lists. NG 









>NO YdLdVH> 
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BATTLE. MAP 02 a 


MAGIC CLRY a 
GARIL — 


Suggested/Attack Team Compositiotand "Formation: 






Brigands, and the eerie limi 
primary concern; this Pecomes obvious Walp a wick joa 
the Unit List menu? f J 


PART THREE = A SURVEY OF THE BATTLEFIELDS 
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‘The Squire leading the Brigands carri@s a Broad Sword, 
which inflicts more damage than the daggers the others are 
wielding. Remoying himjfrom the battle early reduces the 
damagevyour party; members may incurs 








F Eliminating the Chemisty 
(heal) and possibly Phoenix Down (revive), 
aiding his fallen or injured comrades. The other, less appar- 
ent, bonus is that retiring him early gives you a chance to: 
acquife the Phoenix Down ability from the crystal that 
: appeatsy four rounds after Ye eons 











40 HPs, keep a Chemist close by to keep them 
is battle, you can’t resurrect a character who's 
t,” so once their counter is up; theyite lost 
jappens to Ramza, it’s Game Overs 


Delitaya Guest character, will 
fightoon, your side, but not under 
your, cOntrol. When a Guest charac- 
tér dies on the battlefield and you can't 
revive him/her, his/her services are losty 
only until the next battle. 
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After you eliminate the head)Squire and. the Chemist, 
the remaining Squires should pose no problem provided you 
heal your party members who.take damage. 


Check Point! 


After you complete this battle, the Magic City Gariland becomes a safe haven for pur- 
chasing goods and recruiting soldiers. Although recruiting extra manpower may not be 
Important right now, buying armor and weapon upgrades certainly is. Gariland’s shop 

deals in light armor (clothes) and the lighter, more basic weapons appropriate for 





Squires, Chemists, and even Mages, Keep in mind that armor (both body and head) 
plays a significant role in raising your characters’ HPs and MPs, so upgrading 
whenever possible is crucial during the first part of the game. And be aware of the 
correlation in the game's first three chapters between opening up new cities and 


acquiring new armor, weapons, and accessories. Whenever a battle point becomes a 





of course!) 





city point, checking out the shop should be a top priority (after savi 
At this point you also will want to check out the Formation screen and see what 
new abilities or Job Classes are available to your characters. if your Chemists managed 
to go up a level during the Gariland battle, then they should have access to the first 
Mage classes—Priest and Wizard—and be able to buy the Chemist action ability 
Phoenix Down, Phoenix Down allows your Chemist to revive comrades who fall in 
battle, This is an important skill in the game's early stages. Make sure several of your 
characters, if not all of them, have access to it 
Any Squires who reach level two in that class will have access to Knight and 
Archer classes. One warning though: Knights can't wear light armor and Archers can 
use only Bows and Crossbows. Because Gariland’s shop can't meet their weapon and 
armor needs, hold off on switching to those 
Good secondary action abilities for this stage of the game include Item 





ses until after you reach Igros. 


(0 your troops can use potions to heal themselves), Black Magic, 
and White Magic (if available). 


Fan 
Ar 
> 
es 
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BATTLE MAP SEO Ta i 
Squires x 4, Thief x 1, 


INCE a a 


MANDALIA,PLAINS 


ype re 
(ee eee te mem eC} 
eure Rm eet) 
12—Rod or Antidote 

6—Oak Staff or Eye Drop 


mb Gado tive 


>is determined by which one 
of the two actions you 
choose, 












To find the treasures hidden on each map, dchardct 
ity Move-Find Item must end their move on the provi 
which item he or she receives. Also, the panel where an item is found becomes a trap location. 


ped with the Chemist Movement abil- 
sd coordinates. Luck alone determines 












C=] ‘Suggested Attack Team Formation” > f. 
If you'thoose “Destroy the’Déath Corps,” don’t, tatorry Ar ghabs 4 AN i 
Under this Yobjectiverhe'sja Guest @araéter and merely be ae io ys 





rated"it his Ps'fall'to Zero. ff you chooseSave Algus?” ins! 
not only defcamahe eneffties jen the battlefield but k 

“Choosing “Destroy the Death Corps” will increase gyour group’ 's APS | 
© two and an addifional eight points for the duration of this battle. ifals 
lets you keep your'distance ffom the enemy and makes them advance into ) 











+ A SURVEY OF THE BATTLEFIELDS 








PART THRE€€ 
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The key to conquering this battlefield is to group your 
"party members. By dividing your party into two tovthree © 
units, you benefit from strength in numbers, and while part 
of the party advances to rescue Algus, the other group(s) 
can carefully advance and deal with the group of Squires 
“sand the Red Panther. You also stand a much better chance 
‘of’surviving if you let the enemy, come to you instead of, 
» rushing headlong into the fray’and becoming surrounded. 





































im Algus_aof the 
Limberry Aegis Knights 





A ofthe enemies present, be especial of the. ‘thier 
andthe Red Panther, The Thief has the ability Ste il Hearts, 
“which charms the’ affected unit into acting n 
“party. Once a character is charmed, you lose control ofhim 
or her until the effect wears off or he or she receives dam-— 
_age from a successful attack, The Red ‘Panther's\second 
attack type, Poison Nail, does what its name implies. A poi~ 
_sofied character loses HPs with each AT ‘until.the ‘effect 
* either wears off or the Antidote item curés the character. 









Nom Eee: hvas PD 





CheckPoint! 


‘Toward the end of a battle, when the enemy's numbers 
are low, make your characters do something even if 
they're not in position to attack. You gain JPs by suc- 
cessfully casting spells, using items, and so on. This is 
especially important during the game's earlier battles, 
because it helps your characters acquire abilities 
faster and, with the increase in levels, allows them to 
change to more specialized Job Classes such as the 
Monk, Oracle, and Ninja. 


YSVIW DHL * 





vy S penal on show aggres- of) 
sively the enemy attacks Algus \% 
from the onset ‘of the ‘battle, you % 
may find making your Way over to 

protect | him (including using 
Potions to keep him alive) yourrtnst, $s 
action.Sometimes the enemy will kill _, 
him before”your side has an AT. If 
you've’ chosen “Save Algus,” the 
game. will end at that point and you 
must start over. 


NIOT 


INO { ¢ 
After this battlefield has been successfully completed, it becomes an area where random 
battles can occur. Possible enemies/monsters include: Goblins, Wizards, Archers, 
Chocobos, Knights, Squires, Panthers, Oracles, Morbols, and Thieves 
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D ATT! re MPP 4 Objective: Defeat all enemies! 
ay f < CTSNET) Le eRe COL ee Tae 
vr LE [ v Y t ae Red rite can jf ae 


SWEEGY WOODS | eee erm 






Treasure Data 
X:0 Y:1—Bow Gun or Echo Grass 
— > /:9—Escutcheon or Phoenix Down 
Teer CLUS ECL Lee 





oo z This dark and foreboding fOFestis homert6 thelmof 
Roem thatroam,Walicé. This batile gives thé heroes ee 
: battling non-human créaturesiyy / 





ceeeeeeel 





[cance MES srvzus BME steer cx) 
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‘ter you compete Pig)oGuidfida decessfuly random 


battles can occur here. Possible 
enemies/monsters include Bombs, Archers, Skeletons, 
Knights, Goblins, Monks, Woodmen, and Wizards. 





Be cautious of Boribs! and Black Goblins’ Va 
of attacks. When a Bomb is near death, it may choose Self 
PT) © Destruct as its final attack. twill ignite itself and explode, 
inflicting damage to all surtounding it, ‘Survivors end up| 
covered in oil, rendering them extremelyjvulnerable to fire 
atfacks. A Black Goblin's Turn Ptifieh attack can,affect all 
* characters immediately around it. Although ganging up on 
an enémy has advantages, consider the effects of leaving too 
many Characters in close ‘proximity of either of these crea- 

tures 








NO YdLdVH> 





CheckPoint! = 
Before proceeding to the slums of Dorter, take time to use the random ae 
battlefields to practice your battle skills and increase your party's abilities. oN 
By the time you're ready to enter the slums of Dorter all members of your = 
party should be at least level three and each of your Chemists should be 
experienced in White or Black Magic. (It's a good idea to have one of each.) a 
You also should equip Delita and Algus with Black Magic and Pe 
Charge ability secondary action skills. rN 
aN 
es) 
L ‘fe Ay 
Keeping the party together and concentrating on the , ‘Ae os 
group of monsters directly ahead on the other side of the ¢ 
causeway allows the heroes to dispose of Halfjthe enemies cies \ 
before the rest are within striking distance. he wl 
| - v7 
| 4 
\ ze { 
ae 
ee Fe : 
eos * 3 SD . 
=e NX yy 
gk e VJ 
= = 
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Recommen 


Treasure Data 


SLUMS OF DORTERSS Sey 


on lythril Knife or Echo Grass 
eTOCs Meee, 
Ss f 








Suggested/Aitack Team Formation? 






first battle.ine@hapter 
battle skijigto the tes 
présent on the battlefieldy 


dangers to your partys, & 
by 


“this is 1 


LN pats 
Y ener 
; drchoek 
A 7 
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» Your top pri e battle se be rn elimi- 
phate the Head 


‘arefully and yor Eh tf es sie ‘to move Las 

©Y party onto and around the s! e “building Pocatee 
between your characters and the Knight. Take advantage of 
this raised area to use the Throw Stone ability and cast 
offensive spells while your characters are still out of their 

sstriking range. Ultimately, you want to eliminate ‘the 

Wizard and inflict a good amount of-damage on the Knight 

» within the first two rounds of battle. 

y 











and Delita will step forward to attack hit at th 
but unless they are trained in. either Wizai 
or Archer (use of bows) Job Classes, it willtake 
twW6\rounds just to reach the top ofthe bu uilding.at 










A Although"this battlefield is’constricted;try Netto crowd 
your, charactéts..This prevents them from getting caught up 
in the éffects of/a.single spell. Also, if you have a Priest in 
youir. party) cast a\Protect spell.on your Jess-drmored party 
‘members.to reduce Or eliminate damage’from the Archers. 


Remember, losing them hampérs or destroys your ability to 
reviveiand/or heal, other party, membi ~ 
\ : 






i 
pa 
nN 
& 
a 
ea 
aN 
aN 
ed 


The Wizards’ Fire spells can affect up to five panels at 
a time. Because they)can cast this spell on individuals as 
well as panels, try to position targeted characters next toan 
enemy. When"the\spell is cast, your team member will take 
damage) but So will enemies within the spell’s range. This 
works well if your unit’s turf” ¢Omes,up pridr-to\the’spell’s,  “% 
AT (be\sure to’ check the AT List here!) and you can’t defeat 
the enemy,€asting the spell first. Of course, you'll also want 
to moye any allied units in range out of harm’s way if you 
‘can. If you make good use of the AT List, you'll always know 
where and when enemy spells will detonate and react 
accordingly. 


ard 
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BATTLE MAP 06 


GELLAR OF THE oe ete 
SQSAND MOUSE 


—Bronze Helmet or Potion 
§ Some et 
Se mA el 


—Leather Outfit or Eye Drop 
















NOTE 
Using the X button, you can 
switch back to the first 
formation screen from the 
second to reorganize your 
party to your liking prior to 
‘committing them to battle, 
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_ amount of damage with their 


The Archer and the two Monks pose the\most significant 
threats to your party. Even from within the structure, the 
Archer can easily target your party members with his Long 
Bow. The Monks, though unarmed, can infliet a) great 
sts on your lightly armored 





party.members. 





Fortunately, there are only two exits in the building the 
enemies are holed up in and you can control the number of 
enemiéS, you must face at any one time by maneuvering 
your chatacters just outside the doorways. By confining 
their movements and positioning a character equipped with 
Black Magic just outside the building, you can affect multi- 

"ple enemies with a single magic spell. 









Remember that if one of your party 
members blocks an opening, positioning a 
character at an angle from the entrance 
allows you to attack with a Crossbow or 
the Throw Stone ability. 


® 



























Given the damage your characters are likely to receive from) 
the Monks, ensure ‘your partycarries plenty of potions and 
a few Phoenix Downs. But remember, they're useless unless 
at least one of your chara¢ters has learned the Potion and 
Phoenix Down abilities and’has the Item ability, equipped. 


NO YdLdVH> 
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battlefield successfully, the 


map changes into the CheckPoint! 
Zeklaus Desert, an area After heading back to Igros Castle, Dycedarg will send 
where random battles can You on a mission to assault the Thieves’ Fort, By this 
occur. Possible time all the members in your party (at least the five 
enemies/monsters include: that make up your war parties) should be at level five 
Bombs, Dragons, Ninjas, or six, If they're not, you may wish to travel back and 
Skeletons, Behemoths, forth across areas where you've already been to par- 





Juravis', Goblins, Bull ticipate in random battles until your characters reach 
Demons, and Red these levels. Otherwise, the remaining battles of 
Chocobos. 


Chapter One may overwhelm you. 


STRATEGY GUIDE| = 


Neen 
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O—Flame Rod or Antidote 
e Rod or Eye Drop 
o's o—W TC See 
9 Y:0—Long Bow or Phoenix Down 











—_ ~eyi gf 
Again; beswary of the Thieves” Ronicy O.chart Ds atty members: 
f-and turn ‘them against yol, Take ¢are around’ enemy Priests, as well. 
* Not only can they heal their odd egaompatrits. thé gar ibe Taise 
them from the dead!= “) , { “ 
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Fortunately, the ramp a 
archway is only two, panels, ide, 
battlefield. Use this to your advan' 


Although the battle objective is to 
defeat Miluda, unless she exposes 

herself early in the battle, you'll best 
, concentrate your efforts on reducing 
enemy numbers. As a Knight, she pos- 
sesses Battle Skill abilities, including 
‘Weapon Break and Head Break 
(destroys any head protection), that 
) ‘can deplete the protection and 
\\\ -attack abilities of those she attacks. 
The Chemist’s Maintenance sup- 
port ability is a good way to counter 
r break attacks. 










< 


























MAP. 08 cour an 


Enemy Units: Knight . 
STE 
PENALDS PLATEAU eee 
Recommended Experience Level: 6 
\ypescesec Terao OE TE} 


2 Y:8—Buckler or Potion 

eee moe ee 
Le RUM 
Y:6—Bronze Armor or Eye Drop 









Suggested Attack Team Formation: 












Thissbattle introduces you to the -Tithe Mage. TRIS" charact 
manipulate time and space-abdscast{spells that can sfop, sla} 
speed up a charactéer'$ movement Although not ovefly poperul 
these attacks havea high annoyance factor. 4 
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As the enemy makes its way down the pass toward 
your party at the ‘start of the battle, they’re still tightly, 
" grouped. Take advantage of this by casting Fire, Bolt or Ice 
spells; these should affect multiple characters. When cast- 
ing a spell, take the time to place the targeting square on 
the character to. see the how much damage a¥spell can 
déliyer before you confirm the aetion. That Way. you.can 
check to see if one spell has a greater effect than another on 
the particular class of character you’re attatking. Don’t for- 
get to pfess the € or > button on the Directional pad while 
you have the spell highlighted|so you can check to see 
where in the AT List the spell will detonate. This will pre- 
vent Wasting spells or targeting opponents who can move 
and place your characters within the spell’s range. 





Keep your Priest toward the rear of your party, out of 
range. Knights can inflict a great deal of damage in a single 
turn, and keeping the Priest out of harm’s way allows you 
to. use Cure and possibly Phoenix Down later. 
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The amount of damage you inflict on the Wizards and 
Time Mage during the ‘first round will determine Your 
course of action. If you succeed in halving theit HPs, you 
an afford'to send one, and possibly twa, characters to fin- 
ish them»off quickly, and use the rest/of the party to deal 
with the Knights. However, if your first attack fails, you may 
want to retreat to high ground near the water and stage a 
defensive attack as the enemy advances. 

Once the Time Mage‘and Wizards are out of the way, 
you should have no problem eliminating the Knights and 
Miluda. 


Cae) hea ah ae! 


After you complate hi batlbfiefCsuccesstully, it 
becomes an area where random battles can occur. 
Possible enemies/monsters include: Goblins, Morbols, 
Geomancers, Chocobos, Dragons, Time Mages, Panthers, 
Priests, Pisco Demons, and Knights. 






Ass Muerte ne 
s ; . % 2, Yellow Chocobo x 1, Knight x 1 
ee RYE} 
wae ~ 


WINDMILb SHED 


Linen Robe or Phoenix Down 
mall Mantle or Potion 
X:6 Y:0—Mage Masher or Hi-Potion 





















{Thisis probably the hardest battlé your pasty will aiueh fora while, 
eSpecially if your chardcters*haveityreached Level Seven yetwEvery 
enemy presents very Wangerous, (due mostly ‘tothe constyiote bat-# 
pptletield), and Wiegraf’ sHidly Sword ‘attacks can eliminate as characters 
vith on le blow! Phe Monk in the batile can ¢auseleonsiderabl 

f attacks like Wave'Fistgand the Yellow Chocobo can hé 
as lhe everyOne immediately around it, 
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>. WT ae = 
AC The key to’ completing: this battle is li ») If one of your characters has enough’experience in the 
closest threat to theyparty and'then focus on égiat. hief Job Class to learn the Steal Heart ability) putit to good 

) > “attack the Chocobo with one of your first ct aracter use Jagainst enemy Monks. Successfully charming one. 
up with more characters to, finish it ‘off. Ay weak (don’t even attempt it if the success tate is less than 50 per 
J # Chocobo is more likely to perform a Choco, Cure on itself cent!) can quickly turn the. tide of the battle\inyour favor. 

F (than it is to attack. Li Sk i: remember, @ charmed character becomes “tincharmed” 

AS if attacked, regardless of whether it’s by youricharaéters or 
“the enemy 

























>NO YD 





SESE VETS 





Your Archek, should have learned/some middle Charge 
skills\ by now. )Skills like Charge #4 and Charge+5 can 
inflict enough damage to remove Wiegraf in as little as two 
rounds, ending the battle. 


y 









[tes you complete thisbsulatield sccessfully, the map 
~ changes into the Fovoham Plains, an area where random 
JN battles can occur. Possible enemies/monsters include: 
Flotiballs, Goblins, Summoners, Pisco Demons, Morbols, 

‘Monks, Juravis', Panthers, Oracles, and Bull Demons. 
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BATTLE MAP.10 
LOR ZEAKDEN 





Suggested’ Attack Team Formation: 
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Cee eneem OLS Coan tT 
Enemy Units: Knight x | (Algus), 
Rana eae NEAT ae) 


Difficulty Level: 2/5 





Recommended Experience Level: 9 
To 
X:3 Y:3—Bronze Shield or Potion 
10—Chain Mail or Hi-Potion 
:4 Y:7—Chain Vest or Antidote 
X:8 Y:12—Silk Robe or Eye Drop 


Chapter One draws to a 
¢lose with this battle. 
Here, Algus murders 
Delita’s sister, Teta,» 
and. wounds. Golagros, 
at “théewequest of 
Ramza’s, older, brother, 
‘ZalBag. Delita, enraged! 
at. Algus’ _ actions, 
attempts revengeysingle- 
handedly. 
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This is another battle where your party’s strength is 
divided into two battalions, so troop placement plays a 
major role in ensuring that each character can attack*on 
their first Active Turn. 

Algus’s Night Killer randomly causes Darkness as well 
a8 HP damage. He'll attack Delita with this at the onset of 
battle. Darkness blinds the afflicted character, hampering 
his/her ability to land an attack succeSsfully. Keeping 
Delita alive lets you concentrate on other enemies, because 
Algus focuses most of his rage on him. 





The two°ehemy Wizards tend to use their offensive 
spells during this battle, directly targeting your characters 
instead of the panels around’them. Use this to\your advan- 
tage by moving a targeted character near an enemy so he or 
she takes damage from your attack as well as the backlash 
from the spell. 













The easiest Strategy ‘here is to concentrate all your 
efforts on Algus from the onset. Even though. your eharaé- 
fers will leave themselves,exposed to the other enemies, 
and you may lose a party member or two, you still should 
be able to defeat him before the life countersjon your fallen 
heroes expire, 
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princess and ends up.in the. smite 


7 Chapter Two. picks up where ie roid 
j left off. Ramza. agrees to to” Tiel Bers = 
+4 Ovelia’s bodyguard, Fesctte the’ Wid pped 
5 2 
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i Dtie;-Rescuing thé Princess / 


Commissioned*by Agrias»Ratyzaland-Gafgarion join her to 
. find and 5 rescue Ovelia. 






J"Otbonne. Mandy eee 


‘Event: Cofgariatee and) Agrias joimyou 
guest wcinbers, and their aor" join 
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y » Battle 11: Dorter Trade tity" FL 
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Battle 12: Araguay Woods £ j 

Event: Choosing option h lowers your Brave points.” y 

Boco pregrgecse joins Your party\as.a member. as f 
eT . x 


TT irekile Falls ” \ &£ 
.5 j 
being righty Falls) (igs ff 


ent Gaga ‘ion. lenny teh iA | Ovel, joins 5 
Ue qeng: for eo \, ee f 





D> 





















Mission Two; The Huntfor Sarctity ss + “Mission FoursDra¢ 
ete 


~ With Ovelia firmly in we (but for how, long?), 
hy, Agrias seek refuge from the royal intrigue tha 
‘them, Along the way they encounter, an ey 

ith problems ot his own. ‘\ 













chance meeting with Delita 
Lionel Castle. Will Ramza get there in time to help Princess 
Ovelia? 


ge 
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yn 2 raiteyour Brave pointes te 


2, Baria$ Hill ' 
- aA 
_( Battle 15: Bariaus Hill 
A) a 


Adis y it 
1 {3+ Lionel Castle,” WA ‘ 





jattle 18: Bariaus Valley f 
"wEvent: Agrias joingiyour party asa F 
, AN 


i 
olg jorand Execution Site 


TION 


Bae 


Battle 19: Golgorand pkqcutlon 
Site 


a 


Vw 


* /Mission Three: journe ha Gog le 


.Leaying Agrias and Ovelia in the safe me ° 
_@ Draclau, Ramza and Mustadio head foward the t Machi Battle i At the Gate of 
City of,Goug to deal with the threat of the’Bart Company. _ Lion 


5. Lionel Castle 





1. Zigoli ‘ wamp . : A nel 


‘ge 
6: Zigolis Swamp 


he Slums of Goug 
dio becomes a member of 
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Objective: Defeat all enemies! 


Difficulty Level: 2, 


DORTER, TRARE CITY. aaa 


/:1 —Ice Bow or Potion 


Fr 2 > SoU Ee CD 


Y:10—Barbuta or Echo Grass 


Suggested Attack Team Formation: 









After witnessing Delita’s abduction ofp Prineess Ovelia, Ramza 
decides to join AgriaSin/her Questfo rescue the princess. Gafgarion 
also becomes a-mefnber of the/party, going against hisyThere'’s no 
money..in that!” philoSophy’ Returning to*Dorter, the party finds 
its@lémarked for assassination by a mysterious Knight. 
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With Gafgarion aiid Agrias “guesting” in your party, 
you should have no problem dealing with these “underpaid”, 
mercenaries. Gafgarion, with his HP-replenishing Night 
Sword attack, and Agrias, with her Holy Sword abilities, will 
require no assistance. This allows the restyof the party to. 
concentrate on systematically eliminating the enemies 
thOSe two aren’t targeting. 





After disposing of the two Wizards, taking care of the 
restof the enemies should be like shooting fish in a barrel. 
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By now you should be using the,AT List judiciously? 


Not only does it tell you when a unit's turn becomes Active; 
it also allows you to identify when and where charged 
attacks, such as spells and,arrows, will occur. This knowl- 
edge helps you’plan more efficiently the attacks to use’and 
Where to moye your characters. 


When you access the map screen ob WGP, ‘Ss lose the ability to rotate the map. 
‘To see where a particular effect will occur, you may have to exit the AT List, rotate the 
map, and then reaccess the map screen from the AT List. 
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ate CSCC SKS 


/ =e COMA freee 
i A T TLE MAP 12 ‘ Enem) ie ae Goblin x 1, Goblin x 5 
SST ae 


ARAGUAY. WOODS 
Wa. 









NN ACC CST OT 
Mythril Vest or Potion 
1 Y:9—Spike Shoes or Hi-Potion 







\. ¥ her h 
; \ é 
Hele tHe Party may again chodge itieemetfogBeRttempting to I a 


~helping the Chocobo will reduc servong 8 Brave Levehby JO ‘fan rati 
1st Soe 5 Shine ot More.often than not jBocosWilliretreat back to the ne 


the\b ind wait oft most/Of, the battle, Peering li 
ers him agid forces hinyto retaliate. § 
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The Goblins in this battle are more susceptible 
to Black Magic ice attacks than to Fire or Bolt. If 
Your Wizard is trained in this ability, use Ice or 
Ice2 against them. 


LUA Ya 0 ae me hVan LO AVA 


After you complete this battlefield successfully, it becomes an area where random battles 
can occur. Possible enemies/monsters include: Goblins, Skeletons, Morbols, Panthers, 
Ghouls, Woodmen, Archers, and Ninjas. 


b 


~ “4% wins 
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BATTLEMAP 13 
ZAREKILE FALLS 


Objective: Save Princess Ovelia! 

Enemy Units: Dark Knight x 1 (Gafgarion), 
Knight x 5 

Difficulty Level: 2/5 


Recommended Experience Level: 13 






rege re) 
—Leather Mantle or Ether 


—Platina Dagger or Echo G 
—Coral Sword or Soft 


—Poison Rod or Phoenix Down 


This battle takes place¢atietheybase of a rushing waterfall. / 
However, looks-earijbe deceiving; the bridge spanning the!ravine 
is not the only, wayyto €ross/It’s possible to traverse thé waterfall 
andthe lakerbelow, even thouglmovement is limited and certain 
dreasiare too déep to allowa character to act from that position. 
If you ‘choose to cross via the waterway, use the targeting cursor 
toydisplay the water dépth so you can determine where you can 
end yourymove and still be able to act. 
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; *s ‘et 

At the beginning of the battle, the princess will cast the Once you subdue Gafgarion and have control of the 
MBarrier spell on herself. This endows her with Haste, Shell, bridge, you should be able fo eliminate the remaining 
Protect, Regen, and Reraises Although these effects Will Knights easily. Delita’s sword spélls aid you admirably in 





lessen the damage she receives, temember that ifyou allow that task. 
hef to be attacked and she falls, you fail and must replay 
this battle. 


NVW 3HL * OML YdLdVH> 


After you compid eG aduibicRsuccesuy, it 


becomes an area where random battles can occur. 
Possible enemies/monsters include: Chocobos, Pisco 
Demons, Skeletons, Flotiballs, Cuars, Morbols, Bull 
Demons, Knights, Wizards, and Time Mages. 


Wan On Aaa 





LNDIAYDSSING DHL A 


The tide turns in this battle when Gafgarion reveals his: 
true intentions and sides with the opposition. Now, your 
chatacters are on the receiving end of his vampiric Blood 
Sword. A good strategy for this battle is to concentrate on 
Gafgarion and the Knights next to him so your party can 
take control ‘of one side of the bridge and control the 
enemy's attack points. 

When you attack Gafgarion, focus multiple characters 
against himat once. If you don’t, you'll prolong the battle, 
and give him the opportunity to restore his lost HP at your 
characters’ expense. 
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BATTLE MAP. 14 


ZADAND FORT CITY 


Oe een eae ae CONTE LT 
CULES Gata aera Ure 


X:4 Y:12—Mythril Shield or Ether 
X:7 Y:o—Mythril Helmet or Echo Grass 


rip a 


Although it seems improper, a eoeee “I don't want to 
get involved” instead of "We have to help him!" tem- 
porarily raises your party's Brave level by 5. 


[ascesacs] “ary f 
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PAN a 


: ie ‘ , 
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SA 


remove the enemy*Wizari battle \¢ y g ef other mémbers of your party should be able to 
mand heavy Fire power, e age 4 se the number of enemies remaining on the battle- 
makes it seem like there’sino pl s field before the Don’t Act effects wear off. 

aggressive, and will’attack from'the onset is 4 A a 

a very short battle you must reviay aBbiie dag y Pe 

don't envelope him with Shell and, rotect’spells fre e » 

beginning. These protective spells won't be . 

wasted; he’s a huge help in disabling —%——~——— WA SN 

the Archers’ and Awizare action S 4 TROPHIE 

abilities With his Arm Aim Sniping, 

ability. / 4 


This/will becomé another war of att jaca on the enemies MuStadio, isn't target- 
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BATTLE MAP14 
all enemies! or Save Mustadio! 


~*~, DTD ROLLE G10 LS See CS IC ae AEC aed 


ZADAND'FORT CT, aa i 









To RTE i ; 





X:0 Y:2—Rainbow Staff or Potion 
X:0 Y:9—Cypress Rod or Hi-Potion 
Mythril Shield or Ether 





Mythril Helmet or Echo Grass 


Although it seems improper, choosing “I don’t want to 
Le get involved” instead of *We have to help him!” tem- 
porarily raises your party's Brave level by 5. 









marys 
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7) sy am Objective: Defeat all enem 
‘ © { A-al 
SN 1 | F WV | U , c Enemy Units: Knight x 2, Summoner x 2, Archer x 2 | 
VF Cee (ITV 1? Peau a Ras) : 
As YE Recommended Experience Level: 16 


SS SBARIAUS HILL >> eae : 


—Plate Mail or Phoenix Down 
1 Y:6—Adaman Vest or Potion 


:2—Power Wrist or Hi-Potion 


Suggested Attack Team Formation: 


Close the distance with théArchers andjSumumonets as quickly as pos- 
sible in this battle. Whefi the distande Between your units and theirs is 
great, they launch wavé after wayé /of Arrow and.Blemental attacks, 
causing much HP damagef If the Summonersyddvance early; concen- ) 
trat@*or\themrfiyst, then the Af¢hers? Summoner spells/stich a5 Shiva, » 
(ce Elemental) and ‘Ifrit\(Firé Elemental) affect a svide area; a single 
blast’can capture most*of your characters if you're not careful. 


A SURVEY OF THE BATTLEFIELDS 


PART THREE 





' 
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sy. As inthe previous battley both Mustadio and Agrias can be 
».“yety helpful in subduing enemies, although you can’t count 
on them to finish what they start. 





r 
and i Qrle Gi 

battlefield successfully, it Ww, 
becomes an area where se 

random battles can occur. i 

Possible enemies/monsters 
include; Chocobos, Bull 
Demons, Bombs, Archers, 

Summoners, Thieves, 
Monks, Wizards, and Time 
Mages. 
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GUDE| Ss 


ey eenem ee ee RS 
Enemy Units: Skeleton x 2, Bone Snatch x 1, 
Ghoul x 2, Flotiball x 1 or Morbol x 1 
Difficulty Level: 2/5 
Recommended Experience Level; 17 
Troe B) 
X:1 ¥:0—Asura Knife or Ether 
Se OM Ln moe] 
X:6 Y:11—Giant Axe or Soft 
X: I Y:1—Romanda Gun or Phoenix Down 


You may ‘have stumbled dcrossthem dusing a tandom battle in the 

* Araguay Woods, but thistis the'fitst staged battlefield where your party 

«faces the chilling touch Of Ghouls; Not only canthey-teleportte almost 

s here onthe map, thére’s agoodchance that after they meet their 
Be andtheiplife counters @xpiré they:If'return to lifes 
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Mustadio’s Seal Evil ability can petrify the Skeletons, 
‘Bone Snatches, and Ghouls with a single attack, allowing 
you to make quick work of them and concentrate on the 
other enemies at hand. 

















A y 

_) The water in this battlefield 

vel; (danger. The murky waters in this swamp onous, 

} “hefoes and monsters alike! Although the swamp is a) 
Lay safe to cross through duting movement, eS i 

“| J Fin it will poison your charaeter. A poisoned chatacter loses. 

f* JHPiwith each passing AT until Antidote, Esana, or Rem 

is used on him or heror until theeffects Wear Offs 






. The besf'sfrategy for this stage is to,sl6wly and’ caré= 
fully advance your party, letting the.enemy come to you. 
This allows you to control when and whom you attack. 





om 


Remember that you can make effective use of the Cure 
spell by casting it directly on a character and then 
moving him or her next to one of the ghastly beings. 
While its effects will raise your character's HP, the 
spell has the opposite effect on the undead. 


\ NOT€ 

After you complete this battlefield successfully, it becomes an area 
x Where random battles can occur. Possible enemies/monsters 
“4 include: Panthers, Skeletons, Bull Demons, Ghouls, Morbols, 
\\ Cocatoris, Archers, Summoners, Time Mages, and Wizards. 
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BATTLE MAP-1] ee 


Enemy Units: Thief x 2, Archer x 2, 


Summoner x 2 ; 


SLUMS. IN.GOUG Hau Seca ae dee os 
eases 1 


(gore Ta Tee OIC) 
ee Nm eT 





eer OLY a Waa eet 
—Ramia Harp or Ether 
Peer eT COSTE ae kes 


Suggested Attack Team Formation: 





e 
While in Goug “Machine City,” take the time to 
purchase a few Romanda Guns. If you change one wr 
(or two) of your characters back to the Chemist class, 
these long-range weapons will come in handy ' 
for the next battle. j 


(status START:END 
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Unless you've been building up your characters with ran- 
dom battles or have equipped a few Romanda Guns, this 
battle will be long and arduous. The Thieves will continu- 
ally try to charm members of your party while the Archers 
target them from afar. When you factor in the two 
Summoners, you've really got your hands full! 





The key to winning this battle is to continue attacking 
the Summoners once you've begun. Their ability to cast 
Moogle, which affects multiple panels at once, allows them 
to heal a good\portion of their forces in a single turn. If 
you've armed'a\couple of Chemists with guns, eliminating 
a Summoner ‘early on can help turn the tide of the battle 
quickly. 
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After you've disposed of the two Summoners, concen= 
trate on the Archers before youjfinish up with the Thieves. 
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POBATTLE MAP 10 mem 


POM ORES Clr ae ere noe Wizards x2 


: 


Difficulty Level: 2/5 


BARTAUS VALLEY. nmr 








ure Data 
1—Javelin or Soft 


SSS SS X:1 Y:2—Battle Bamboo or Phoenix Down 
: oe > mein! 
a é Taney eae eet 


Suggested Atfack Team Formation’ 
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The opening of Battle 18 finds you and your troopsirescu= 
ing Princess Qvelia's bodyguard, Agri. Fortunately, 





Agrias is well-armofed and skilled in the ways of the Holy 


Knight. With the exception of maybe a potion or two, she’s 
Pretty. good at taking care of herself» You’ll,find her more 
pivotal in’ this battle than your prévidus\ “rescues.” 
Furthermore, if you fulfill.the Winning Conditions, shell 
join your party as a. member, not merely a guest, Under.no, 
Circumstances should you refuse her services! Her Holy 

Knight skills (especially once you've bought hermore pow= 
erful actiongskills) are invaluable and will make her. a 
prominent party member, 





This battle is actually pretty straightforward, featuring, 
enemy types that should be well-known to you now. 
Because your army will be split into two squads based’on 
either side of the river, make sure your teams have’ equal 
offensive and defensive skills equipped. Use magic and 
other long-range attacks to take care of the Wizard and: 
‘Archer on the right bank, and immobilization skills fo hin= 
der the Wizard and Knight placed close to Agrias on the left 
bank. ‘Mustadio's sniping abilities are 
invaluable for freezing the attack abili- 
ties of stronger enemies, allowing you 
to move your heavier players into 
attack range, 


Aiter you complete this battlefield successfully, it becomes an area where random 
battles can occur. Possible enemies/monsters include: Bombs, Summoners, Archers, 
Chocobos, Wizards, Time Mages, Bull Demons, and Thieves. 


za ie2 Evr2 Exp.r3 
Sos 020 , 
a or9 G5y 
wes ete) 


‘After you finish this battle, head back to Warjilis 
“Trade City” to re-arm and re-armor your more lightly 
equipped characters, Also, if you find yourself in need 
+ of afew extra JPs, consider spending a few minutes on 
the side quests you'll find in the bars in Warjiis and 
Goug. The next battle will be tough, so be prepared! 
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BATTLEMAP 19 
GOLGORAND ener cate 
SRE TION SITE 


Difficulty Level: 4/5 


Recommended Experience Level: 22 






Lice eitir oe Or 1e-) 
SUR Sema el els Ts 
RSS Rom saree: 


RT emt 
7 Y:8—Green Beret or Phoenix Down 


Of course, you knew it was a trapetight? The Dark Knight, Gafgarion, 
is back, and this time he’s got your troapsyright where he wants them! 
Or at least, he thinks hé does? This/fight is the first of ChaptersTwo's 
end battles, and one-of the more difficult battles you've faced so far. 
Not only are your,troops divided’ and outnumbered, but Gafgarion’s 
sw6rd Skills willeave them feeling inferior. 


reer iD 


(senncs Mc sreres BM sca cx) 
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Because you've already had a taste of what Gafgarion 
is like as an opponent, you should have some idea of,the: 
steps you must take to defeat him. His, powers as'a Dark 

>. Knight allow him fo perform devastatingly long mid-ranged 
attacks that drain an opponent’s HPs and.apply them to 

) Sy himself: Because he can regain much of the damage your 
“team inflicts literally with one slash of his,sword, you" want 
to do one of two things. You can try to double and triple- 
team him and hope yourefforts are enoughte wipe him out 
Swiftly, Or you canjuse one of many action skills'to immo= 
bilize him. Mustadio’s sniping skills—Arm_ Aim, and Leg 
Aim—are perfect for this task. The™Kknight’s break, skill, 
Weapon Break, works well, too. If-Gafgarion canit'use his — 
Dark Knightattacks, you'll have a much easier time defeat-— 

ing him. 








After you take care of Gafgarion, the rest 
of the battle will fall into familiar patterns. 
Although not easy, taking out the remaining 
enemy units should go smoothly 
»provided you keep your characters, 
in good health and out of 
range of the Time Mage’s Slow 
and Don’t Move spells. Consider 
{ equipping your units with the 
Archer's reaction skill, Arrow 
Guard, and the Concentrate sup- 

port skill, Arrow Guard is self- 
\ explanatory and gives you a 
better chance of escaping the 
Archers’ attacks. Concentrate 
makes your attacks)more accu- 
rate. Another good tactic is to 
py use the Thief’s Steal Hearts action ability to 
charm one (or more) of the opponents. 
This will level the playing field, at least 
temporarily. 
























FINAL FANTASY @ACTICS # THE OFFICIAL STRATEGY GUIDE|53 





CheckPoint! 


The next two battles take place one right after the 
other, with only a moment to save and reconfigure 
your troops. Make sure you have enough potions and 
spells before you commit to Battle 20. Once you begin 
you can't exit the series until you finish the last battle 
or restart ata save point, 
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BATTLE MAP 20 
> AT BHE. GATE OF ueati see koh, 
“LIONEL'G ASTLES SUS eae SE 


‘ecommended Experience Level: 23 
















ee Treasure Data 
< Seem weer) 
eMC MeL am ties ete) 
Nair d Robe or Ether 
—Rubber Shoes or Echo G 








F * Eatgation returns in another battle fall keep you 
Sonsthe edge of your s€at, This timh€ around, Ramaa 
“faces the Dark Knight along whi the rest of thevattagk 

r r own. This Is anofh- 
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i 
First you must addréss the difficulty of dividihg.the-h 
Attack Teams. Depending upon the strength and 
tion of your unitsRamza and the gang mayor may. 
tapable ofjdealing with the leader's: Separation ‘fi 
} WPyparty. If it looks like Ramza can't defeat Gafgarion 
Vue May: Want Ramza to sprint to. the paneh that cofttains 
ie gate’s lever. Once the gate is open, Your party can\ work. 


» aS a team once again to defeat bothenemy'groups: a 





NAdINVW >HL +» OMLY 







On the other hand, if Ramza can perform attacks that erro enemy units are arrayed onthe battle- 

either offset the draining effects of Gafgarion’s attacks(in faa hat. Spells with a large effect radius (Such as the 

the 75 to 100 HPs + range) or can hinder him from attacks ofr th ‘will work to gatise damage foyalarge number 

ing effectively (for example, Weapon Break or Don’t Attack’, ‘ople, This is.another battle where using i 

your best bet is to take out Gafgarion—for good thisstimel \ \tion'skills combined with mid- to long=range\al 

As a bonus for not killing him last, you’ll immediate fy din... theymost effective tactic ‘until you've \whittled: 28 
~enemy’s numbers. 









access to Gafgarion’s crystal. 


NdIAYdS9NS FHL INV YOL 


Ugan_is this_the ead? 
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BArrTif MAD 44 

BATTLE MAP 21 
INSIDEDIONEL CASTLE [EaSannaHeeariat 
"yeaa eat r wae ience Level: 23 


Treasure Da 
Ta eet Cy 
8—Defense Armlet or Hi-Potion 
:6—Wizard Mantle or Ether 
STUN 


Suggested Attack Team Formation: 







With Gafgarion dead, who’s left to fight®=If you thought, battling 
Cardinal Draclau would ‘be easy®think again. This battle intraduices 
you to the game's reab bosses—the Zodiac Monsters|,Rossessed by the 
Scorpio stone, Draclauytransforms into the hideous Impure King, 
Quéklaih,andvitis your job to stop him 
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To succeed in this battle, make sure your party is 
equipped with skills and accessories that increase their 
attack strength, speed and movement radius, and theirabil- 
ity to defend against magic attacks. Because Queklain is 
vulnerable to Holy attacks, you might want to keep that 
skill handy, as well. In general, you can attack him as you 
would any normal character. You just have to be wary of his 
tricks. 





A characteristic that all Zodiac Monsters share is their 
ability,to cast large spells that are primarily status-anomaly 
based. Queklain’s defaultyspell, Nightmare, casts things like 
Sléep and Death Sentence on your units to prevent their 
attacks. For this reason, make sure at least one of your char- 
acters has the Remedy ability equipped. 





Space your charac out as much as possible during 
combat to prevent Queklain’s magic from affecting more 
than one at atime. This is difficult within the confines of the 
formation grid, so prepare for anything that might come 
your way 








LNDIAYDSANS FHL INV YOLVINdUINVW dHL * OML UdLdVH> 





FINAL FANTASY ACTICS # THE OFFICIAL STRATEGY GUIDE|57 =i 



















With the battle against Queklain fresh in 
his mind, Ramza sets. out ‘to discover 
who's he Lion\ War and 
‘the truth, 





Convinced of a plot 10 ove 

Ramza travels to the Imperialiea| ita 

brothers cae: He doesn’t khow a eh 
“him: » 


1 DortersTrade City 


—_ a we 


2. Goland Coal city 
Battle 22: Goland Coal'City 


oe 


3. Lesalia Imperial €apital 
Battle 23: At the Back Gate of L 








find it before Wiegraf? A chase thro inne) wonas 
leads to both loss and discovery. 


Alma knows the location of ow os Be can’ s| 


& ~ 
1. Orbonne Monastery s " 
Battle 24: Underground Book Storage Secon 
Battle 25: Underground Book’Storage Thi 






—-. ~~ aie et eee 






Mission Three: Resgifig Alma =" 


The search for Ramiza’s Sister leads to th 
LS allies and a cataclysmic standoff han 
Regardless of the outcome, RamzZa issin 400, de 

. , 8 ‘ 












low port City 

Battle 28: Yardow Fort 
, Event: The He. en 

} 





if 4. Yuguo Woods 
he Battle 29: Yuguo Woods ¥ 


EN 
A» Riovanes Castle 


\ ’ ~ 
Battle 30: At the Gate of Riovanes Castle 
Event: Rafa leaves your party. 

31: Within Riovanes Castle 

32: Roof of Riovanes Castle 

afa and Malak join your party as members. 










PART THREE = A SURVEY OF THE BATTLEFIELDS 


Objective: Save Olan! 
TOES LCC cae ae Do a 


feou anaes 


ATTLE MAP.22 eae 


Treasure Data 
ay rd Staff or Phoenix Down 


GOLAND.COAL CTY aan 
we 





Ces am rt 
ee OR Te Set 


——————————————___s ee 





Suggested/Attack Team Formation: 








Battle 22 opens with*theenigmatic Olan Durai (author/com= 
piler of the Zodiat Brave"story) running from a group! of 
Thieves. Your-objéetive for this battle is to.save Olan, a task 
quickly-rendered unnécessary once Olanstinleashes’ his Special 
‘ability,on the enemy, units. 
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Olan is Bassa as an Astrologist, possessing Starry 
“Heaven skills. The one he'll use in this battle is the striking 
~ Galaxy Stop. This spell causes a variety of immobility sta~ 
tus anomalies to” befall all enemies. on, the battlefield. 
~ Although your opponents can, still guard of evade’ the 
_attack, chances are the first couplejof castings will affectiat 
fo least half the enemy troops. Units caught under the'thrall of 
Galaxy Stop are afflicted with Don’t Move, Don’t Attack 
and/or Stop. 5 










Your two. main tasks for this battle are to neutralize the 
Thieves and)steal the Mythril Guns from the Chemists. The 
Thieves are especially deadly-heresas theirdefault attack is 
to steal the hearts of your most powerful characters. This is 
nothing new, but the effect here, now that your characters 
are \moré powerful themselves, can be disastrous. Try to 
take out the one approaching from the left before she has a 
chanée to attack. If one of your characters is charmed, make 
Sure that, when you attack them to break their thrall, you 

uSe a very weak attack! 
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The Chemists in this battle have a new type of gun that 
does a hefty amount of damage from a long distance. Using 
the ability Steal Weapons gives yon a good shot af¢laiming 
‘one (or two!) of these for your own use without the hassle 
of traveling back to Goug. Plus, stealinga character's 
weapon leaves) him/her unarmed, causingy his/heryattaek 
strength to plummet. Keep in mind that Chemists aren't 
very good with their bare fists! 
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Objective: Defe almo! 
i ny Unit Imo (Holy Priest), 
hari e 


teh ¥ ria 
» nmended Experience Level: 26 
4 


BACK GATE OF. 


~<— X:8 a ay Baus 
JESALIA CASTLE —— Mer ony 


na Ce aaa eens Felth Water 
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As if Ramza didn’t have enough to worry about!yFirst the 
Zodiac Stones, then his ittle sister, and now%a Chargevof 
heresy! This battle has You fighting the Holy PriesteZalmoy 
and his troops. 











Ona more positive note, Ramza receives Some special protec- 
tion from his sister, Alma, skilled in thé ways of the Cleric. At 
the onset of battle, Alma casts the coveted spell MBarrier. This 
will protect Ramza from almost anything. Because this is a 

re ' spell you won't want to miss, be careful not tomoyve Ramza out 
Although the battle isn’t difficult (Zalmo\spends)most of his ~ of Alma's casting range! After performing this one,act, Alma 
ATs healing and protecting his watriors), tStime-consuming; removes herself from battle and hides behind the Wall, where: 
as you're dealing with physically strong fighters: it’s safe. She will, however, join Your'party onthe trip to 
Orbonne Monastery and leave you with ajfew rare items, such 
as her Barette.and Healing Staff. 
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The easiest way to win this battle is to concentrate on 
getting your units close enough to Zalmo to defeat him. 
Unfortunately, you Still must hack through his Knights and 
Monks to do this, 





While Alma is in your party, be sure to access the 
Formation option, then, the Item option, and remove the | 
Barette and Healing Staff fram Alma. / 
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BATTLE.MAP 24 EE 


Enemy Units: Lan pee Pe eo ias 


STORET Cone) 
UNDERGROUND iieinreerere 
Recommended Experience Level: 28 


BOOK STORAGE ener ere 
SECOND ELOOR nea ere none al 


X:9 Y:4—Musk Rod or Remedy 


Suggested Attack/Team: Formation: 





Your party arrives at Orbonne Monastery,only to find that 
Wiegraf and his créw hayé beaten youythere./After a brief cut 
ScéneyoueavefAlma to/tend fo Simon and head/dowh into the 
StackSeafter the Virgo Stone, This’is the first of three battlefields. 


_ 


i 


RV€Y OF THE BATTLEFIELDS 


az 


PART THREE 
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As'with the battles at Lionel Castle, you have the opportunity 
to save your game and cheek the formation of your characters 
after each battle before advancing to the next, Make sure 
you've stocked up on all necessities before entering this\spot 
on the map! 


Of the three, this battle is the most straightforward. 
Taking out the Chemist is a top priority; he is the group's 
only real source of restorative power. The Lancers are simi- 
Jartothe Knight class of earlier fights. Their main weapon 
is the spear, which has an attack radius of two panels, and 
their innate job ability is Jump. This attack allows them to 
jump into the air and land on their opponent with great 
force, causing ‘more HP damage than a. weapon, alone. 
Because of the time element involved in the Jump attack, 
you may be able to move out of harm’s way before the 
Lancer actually lands. 


BNA VSS re Oe le CDV DD 
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Objective: Defeat Izlud 
Enemy Units: Izlude GUNG Ped Fee ( and aaa 


UNDERGROUND. [aang 
BOOK STORAGE \ nr 
“THIRD FLOQR 


id or Potion 





Meanie se melt) 





The second battle in the seriés Pits{yolieagainet Widgahes hench- 
man, Izlude. A KnightBlade, ‘he faS-access to the Jump yd and 
uses them to, theirfullesyextenté 
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The best strategy for this battlefield is.to send half of 
your army over the walls to attack Izlude directly and the 
rest around to the side to take out the Summoner and the 
two Archers. Without their long-range attacks, your attack 
team will have a much easier time dealing with Izlude and 
his band of Knights. 


His Weapons and arnfor aré a vor of two. above your 
troop’s, and because he has the Maintenance! support skill 
equipped, you can’t steal or break them, He defeatable, 


but you must earn your vietory. 
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BATTLE MAP 26 femmes 


TSU eS 


UNDERGROUND crenarne 


Recommended Experience Level: 29 


BOOK STORAGE See ee 


FIRST FLOOR f eflect Ring or Phoenix Down 
y ; sci : é Kai Armlet or Holy Water 
ee SE , 


Suggested Attack Team Formation: 





In this final battle at Orbonne/Mowastefy, you facelth® White Knight, j 
Wiegtaf, a second time. The divided battlefield (your troop,Starts in one 
room and the enemy in a@nothér)"indréases the difficulty of thiSjalready fy 
tough battle. } 
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Wiegraf draws from the same skill pool as Agrias, 
except the status anomalies associated with sword attacks 
such as Stasis Sword seem tovoccur more often. Take care 
not to clump your troops together in his strike range lest 
they find themselves wounded and paralyzed by the incur- 
able influence of Stop. If a coupleof your characters’can get 
in an AT before Wiegraf, you'll have a much better shot at 
organizing an effective offensive. 





MoVing-aycharacter or two to the door in the middle of the 
stage prevents him from entering the room, causing him to 
descend the steps to the doorway on the right. You can then 
send your remaining characters to that side to launch 
ranged attacksiat him, if possible. If you're unable to defeat 
him in that round, you should be able to in the next; you 
will effectively have him surrounded. 
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lf you complete this battle successfully, Simon gives 
you a book, “The Germonik Scriptures,” containing the 
story of the Zodiac Brave Stones. To read this, you 
must go to the Brave Story on the Main Menu and 
choose it from the list of treasures. Pressing A as 
prompted allows you to read the book 


BEN WAM VASE eee ee AV 
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1 


Objective: De Elena 
RTO esas Coan ae 
Archer x 1, 1 
oy iratl O mC 
Recommended Experience Level: 31 
Tr Dat 

0 Y:1—Main Gauche or Potion 

CRAPS Nem CRMs mete 

1—Sleep Sword or Ether 
Te eRe UC Nh 


~ This battle i$ a refreshing chaige aftérthé diffielltiés lat Orbonne 
Monastery. Here Ramza must -dealjwithja.group Of AWOL Soldiers Who 
decide that bringing the*hereti€ Back; dead or alive, might be their sal- 
vation—and a way,to ant honorable discharge! * 
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Keep an eye, out \for, the 
with both Mythril Guns and e 
haven't acquired one of the ane 0 
the long trip to Goug, “Machine City, 


be a good time to steal one. “Also, bewa 
Thief whose charm and theft ’skills will \ 
display in this battle. 


DENA VLA ee ee 





‘After you complete this battlefield successfully, it becomes an area where random battles 
can occur. Possible enemies/monsters include: Flatiballs, Bombs, Samurais, Chacobos, 
‘Woodmen, Knights, Panthers, Juravis’, and Bull Demons. 
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OM eneo8 


BATTLE MAP_28 ss ett \ 


Pee aed 


YARDOW FORT CITY. - S te 
pa 


Slasher or Phoenix Down 
—Flame Whip or Holy Water 
—Mythril Gun or Potion 
:9—Hunting Bow or Hi-Potion 


Suggested Attack Team Formation; 





Surely you didn’t think Malakavould waituntil you reached Riovanes 
Castle to attack? This\-battle feattifes’a phalanx of Ninjas; with 
~ Summoners as backup. Although not an impossible situation, the 
cWaracteristics that make’ the Ninja.such a great class/to begin with 

(g66d Speedy multiple weapon attacks) now come back to hatint your 


BATTLEFIELDS 


€ 





Ni ae) aie 
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Malak and his sister, Rafa, share opposing jobclasses, 
Hell and Heaven Knight; thus, their magical spells counter- 
act each other. Although not overly powerful at the carly 
stages (about 30 HPs per burst), these spells can haye a 
nice cumulative effect if luck is on the caster’s side. Each 
casting causes a random seriés of bursts (up to six) within 
the effect range. Hits from more than one burst cafcause-a 
hefty amount of damage. Also, both characters ean equip 
sticks, such as the Musk Rod, which have,an attack radius 
of two panels. 





Your»best.bet for getting through this battle is to use 
ranged attacks such as Agrias’ Lightning Stab or the Monk’s 
Earth Fist once \the enemy Ninjas line up within the fort 
entrance. After you’ve temoved them from the picture, the 
rest of the battle will go easily. Rafa naturally will seek the 
safety of the map’s perimeter and, if you confine the battle 
to the fort's interior, she'll never find herself in any real 
danger. Furthermore, defeating Malak predictably results in 
his teleporting to safety. 











s ; 
Ofice the battle is over, Rafa takes refuge im your party 


as a guest. 


SCR lee ene 
Ee NTT On eee WALZ IK Peer Sa 
ant x 1, Ghoul x 1 


SCI m OIC n mua a Tos 
—Mythril Spear or Remedy 
Se em CeCe ON 
ROTC mE aT Cg 


psd is de obligatory shinee Battl 

/ | taining one at that. Thé-hatuftede vir oods are honfe to al Vari- 
a les of Ghouls, from “the simple ie to its slrongePbrothen thes 
fej ; 
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“overly HP-endowed, their fanged attacks, 


cally based enemy ‘for 


sis on status anomalies, can make life di 
troublesome is the.Ghoul’s Sleep Touch attae 

exactly what its name implies? Unlike! a ous 
ters, however, this attack seem: fetbcaute ead ¥ 
the more common Throw Sp , Revnantissequally 

fond of replacing its lost HPs with the,vampiric Drain 
Touch. Keep in mind that, as with all undead monsters in 
this game, there’s a chanee killed Ghouls will revive after 
their Death count is up. 





Ge 





Ate you compo sdlEsucesil i 


becomes an area where random battles can occur, 
Possible enemies/monsters include: Goblins, Woodmen, 

Archers, Ghouls, Skeletons, Time Mages, Panthers, 
and Samurais. 
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BATTLE MAP 30 
BERFORE*THE.GATE.OF 
AWRIGVANES CASTES, 


Suggested Attack Team Formation: 


fey rratn erm Ors 
Enemy Units: 
Parra gee 
Difficulty Leve 





SE oa ere 
Ca eet 
d Helmet or Ether 
1—Holy Miter or Remedy 
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With this battle begin the three fights that bring Chapter 
Three to a close. Agaift, make sure you prepare. yourself. 
fully before committing yourself to combat. Once you've 
begun, you won't be able to return to.a,shop or fight more 
random battles without reloading to an earlier save point. 
As with battles 20 and 21 and 24 through 26, you get the 
Opportunity to save and reconfigure your troops between 
fights. 












When you've reduced Malak to critical levels, he teleports 
away and his sister, Rafa, follows. Watch out for the Knight 
hidden in the recess between the castle gate and the walls! 
‘His Feather Boots allow, him to walk on water unhindered 
by its movement handicap. 






That said, this first battle of the series is straightfor- 
ward, although no indication of things to come. With the 
exception of Malak, the Hell Knight, there are no new or 
unusual Job Classes to contend with; the strategies you've 
used previously work fine here. 
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@ 
a 1 Objectives: Defeat AWTS then Defeat Velius! 


f\ pep rt 4 ) 
ATU TM 
VF | bt ; 
Enemy Units: Wiegraf (White Knight), 
WITHIN Velius (Warlock), Archaic Demon x 3 
Difficulty Level: 5/5 
Recommended Experience Level: 35 
RIOVANES CASTLE S\. -.a 


Y:9—Diamond Armor or Potion 
:6—Judo Outfit or Hi-Potion 
—Chameleon Robe or Ether 







STUER M ere CRMs by 


‘ 
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and in many ways the/game’s, as well. To begin with,” it, 
takes place in two/stages, without the usual restand Feet- 
‘Yppperation in between. Your task is to. defeat Wiegtat (yet 
again!) aud then the:Zodiac Monster he becOmes. Using the . 
level skills of the White Knight (namely Lightning ee 
b)AWiegraf can inflict tremendous-daiiagé to the lone’ 
le RamZa_ citer sthis battle \ well= 


nemist's réaction, skill 
is put to feieeban 
offensivelstrike. Remember 
‘ Re 
to survive this part of the ba 
As 


; 
best way to survive this battle is to take Velius out®™ 
vin the first two rounds, before he and his\compades can 
Fieve your troops with their powerful spells: To!do this fill 
our attack team with characters who have sufficient HPs 
| withstand anvattack or two befdre healing and can deliv=\} 
> er equally powerful attacks. Because Velius has between 
900 andJ000-HPs, you'll wanf characters.who'can attack” 
for 150% HPs; 5 . 
Od\JOb Classes include: Monk, Knight, Holy Knight, 
Ninja: ‘Better yet jis a character who, combines 
is abilities. "or example, equipping a Ninja with the 
PS Equip. Atmor, Support skill will boost his/herHPs, 
Ving His/hér, movement and speed bonuses intact. 


inza beats Wiegraf, the ‘second hy 
roop faces the Aries Zodiai 


4 Velius relies heavily on powerful, 
tite spell, Cyclops, can do 250 HPs of d 

Yatge effect radius. When that spell a 
pto petrifaction to take out members of you 

army. Backing hinwup are three Archaic Demons who al: 
\ ~ prefer magi¢ over physical attacks. Their two main spells 
~ (Giga Flare and Dark Holy) are both deadly, doing damage 

in the range of 70 to 150 HPs. 
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et. 
. . . 5 
The reverse— quipping "a Knight with the Two Swords 
ability—is also devastating, as it allows the Knight to inflict 
two sword attacks on Velius while remaining heavily 
armored. 
Good luck! 










vee 3 
BATTLE MAP 3. 


OCS ee Ce 


ROOF OF RIOVANES  RSSsnanemeeerenten 
CASTE 


jade Armlet or Maiden’s Kiss 
If Mantle or Phoenix Down 





Reflect Ring or Phoenix Down 
Site ea eo ee elec 


Suggested Attack Team Formation’ 








Just when you thought You wer@done@ with Chapter Three, hereyeomes 
yet another tricky-battle, This on€/pits you against Matquis Elmdor 
and his two. Assassinsfin/a rage to\protect she Heaven Knight, Rafa, 
What theWinning Conditions negléct tovtell you is that you needn’f 
‘defeat everyone to accomplish*yourpobjectives. This/battle can be the 
MOSt difficultor the easiest, depending on how you play the game: 


A SURVEY OF THE BATTLEFIELDS 


PART THRE€€ 
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Elmdor, Celia, and Lede are all strong opponents. 
Elmdor the Are Knight uses Samurai skill: 













els. His favorite is the mid-level spell, Muramasa, which , 
inflicts about 90 + HPs of damage per, person. This may 
sean little to any of your troops,)but it can redti€e Rafa's. 
HPs. by about half. Of course, Elmdor seems Weak-om- 
pared to his Assassin pals, whose Use Hand abilities can 
kill With one touch. 





For this battle;make sure your characters have a high 
speed rating (8 or above) and a long movement radius. 








Ninjas, with their speed and movement! uses, dre ideal 
o 7 for, this battle. Also, depending on the | eapons they're 
- \ equipped with, their abilities to use two swords and throw 






“objects make them perfect for the task at hand (defeating at 
least one of the enemy). Be careful about using spells that 
case status anomalies, such as Don’t Move’and Don’t 
Attack, because both Assassins come equipped with hair %| 
accessories (the Barette and the Cachusha) that make them 
impervious to their effects, e 

In return for your protection, both Rafa and Malak join 
your party at the end of the successful battle. 












LNVITVA dHL * 33YHL YdLdVH> 






The idea is to avoidall three attacks by eliminating one 
of them. Once you’ve brought. one.enemy down to a critical 
level, they all teleport to safety. Keep that in mind when 
forming’ your attack team. 
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Be*prepared! Whee factor in all the 
subquests, Chapter Four becomes roughly 





but it’s 
ont want 





a 
’ ye Screg Peak } 
} Battle 40: Germs 


jutRamza jisfdeter- “4. poeskas lake) BE, 
fid save her. He trayelsto Zelténflid Castle to *f 


speak with Délita, who appéarsitonBe-a major player the Battles4 Mn 
plot.behind the Zodiac Stones! ee < 5rLimbenty C Sf 


. 
Ti t elim spell from 
“their a egds, ‘the Ultima Demon§!" 





































“TDoguela Pass = 


BATTLEFIELDS 





etcetera ps 
\ Battle 33: Doguolayrass Oe Pa Brattle 42: Af the'gates of Limberry Castle 
2-Berveniia Free City ~~ ttle 43: Ifiside of Limberry Castle) 
Bs Battle 34: Bervenia-Free city s | Battle inderground Cemetery, of Limberry"Castle 
fea 3. Finath River\ ”* 7 Evgnt® 
tis Battle 35; Fibath River) SF 
243 iZeltensial Castle, 


“Battle 36: iZeltennia Fistle a ) 


ss i7é a- 
Mission Two: The Battle at Bethla Garrison 
Spares apn ita's newslor standoff ‘Between Hokiiten 


es at Bethla Garrison, Rantéa resolvés to 
end both the war and the dangerous intrigue yy ong 
the troop leaders; Will he areivefin Viet 


K ty Hf 3. ia Holy Place 


it St. Mifrondyfemple 

St. Prvondap's 

iP iy A od ae 

SS Bethla Garrison od a 7 

Battle 38A: South Wall of Bethia/Garrigon G0 wa The bquests co andthe a Dung on! 
Battle 38B: North Wall of bai sony 
Battle 39: At the Floodgates of6 artison- i 
Event: Orlandu (a.k.a“Thunder God t Rar ~ x 
party asa members 






2, 18tos Castle 
Battle 45: Inside of Igros Castle 








; 
a zeltednia cai 
iS Have © . 
Sy Battln37Bed [ Beseke 





in Chapter Four you'llfind two-intriguing diver- \ 
Hunt for FEVII’s Cloud Strife and-the Deep) | | 
purbeot sn are unrelated to the main plot of FFT and d yout , a 
: V can complete the game without doing either. 
< But why would you want to? Hi nti 2 for Clo d 
Mission Three: The S Search for sunatan One) \y “gets you the Soldier; Cloud strife, ada playable n 
your party, but helps complete your’col 
Still in search of his sister, Alma, and’ fille Zodiac Stones stones and NPCs. As you follow th® path that 
Ramza heads toward Limberry Castle fortendezvous h ‘confused Soldier, you'll meet up with several 









Marquis Elmdor and his deadly assagsins! riors—Beowulf the Temple Knight, Reis th rss n 
“ Worker 8, a Steel Giant with some amazil attacks».With 
1. Bethla Garrison > fighters like these in your party, heist y way you camfail 
4 
7 ~ i J ~ 
2. Zarghidas Trade City & when you meet the ultimate Zod Zale M ster \ 


Event: Buy a flower from the local flower girl! 
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~The Deep\Dungeon, whieh’appears on 
_ Warjilis Trade City, is thé fast training g be 


final battles. Raise you sharacters’ experience am 

afew more notches before entering Orbonne Mo! 

rns pick up some fare treasures found nowhere else 

; “This dungéon is the place #6 go! . 3 
reas ‘Ve : 









HN 
Note: Steps 5-7 can be done anytime 
during missions Three and Four. 





















5. Goug Machine City i 
% 


Event: Worker 8 joins your party as. 





~ = 

NOW bezeltennia Castle 

You can perform many of the following steps at any time in Chapter Four; others hinge on . 

completing certain events. We note their synchronization within the foregoing time lines for 

missions One through Four. Furthermore, you must have Mustadio in your party for any of 
these events to take place! 


< 
. Speak.to the barkeeper about any new | . 
mors.” AS a tesult, Nelveska ‘Temple appeats)as 
le point to themporth of thevcastle. F, og 













V pvgemnles 


ttle 53: Nelveska Temple INS 
- At Note: Steps 8-9 can be done anytime 
after Battle 45: Igros Castle. 





Note: Only works if you bought a flower 
from Aeris during Mission Three. 








Colliery Underground Second Floor IN©@ Me € 
Colliery Undergrotind First Floor ‘ a ‘Note: Entrance ls granted only ater 
Underground Passagt Goland | r you've completed Battle 48: Chapel of St. 


pwulf and Reis join you Murond Temple, 
atte point to the east of 
\ ane ive chy. 


*wNno4sy 
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oy estivom a eee en Cos 


Enemy Units: Knight x 1, Lan 


ATTLE MAP.33 ae 


COE e) 





—Diamond Sword or Ether 


DOGUOLA PASS Remeron 
ws 


me AERC Meme 


Younprimary objective, firstand foremost, is to Feifiove the two 
Wizards from the battlefield. Theirshigh=level spells. make 
them the most dangerous UnitSand the only enemies whose 
attacks can affect multipleymembers of your#party\ at once. 
Having-the Two Swords abjfity equippedWill allow your char- 
‘actersstor eliminate thems well as most of the other enemies 
theyspait off with in a single round. 














Beware of the, Lancer’s Jump attacks..When a Lancer 
: initiates this type of attack, he/she leaves the screen streak- 
i ing skyward and can’t be targeted by your characters until 





he/she descends and completes the attack. On the plus side, 
if the targeted. character has his/her AT ‘before. the Jump 





strikes, you can successfully evade by moving yourchatac- DISS ‘f 

ter off of the’ targeted panel. We ear a 
ae a 

* af a 

= 
aN 

wn 

CheckPoint! a 

The next few battles take place on battlefields that a 

contain some rather steep terrain and tall buildings. E 

To even things out and close the distance between you a 

and the enemy quickly, equip characters with the D 
Lancer's Ignore Height movement ability ny 

{e) 
oN 

(e) 

zZ 

=| 

e) 

(im 


‘te After you complete this battlefield wl it becomes an area where random battles can 
‘occur. Possible enemies/monsters include Archers, Chocobos, Knights, Juravis’, Panthers, 
‘Monks, Woodmen, Bull Demons, and Behemoths 
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Objective: Defeat Meliadoul! 


| 1 f MAD 24 Sena M (Ona Tce 
6 LU a | ONS Ta eee eC ae 


Neal 






Difficulty Level 


\BERVENIA FREE-CILY eal 


Cea Rome) 
Partisan or Ether 
TiM a ere mre welt 






TOM ants h 
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Meliadoul is a practition@r“of the Mighty Sword™abil 
which inflict not only HP damage but can destroy,weapi 
and armor at the.same time. Characters equipp' 
Welwo Swords support ability and IgnoresHeight mx ent 
ability’should be able to rush up’ the front ef the 1g 
idyreach. Meliadoul during theifirst round of battlen Tf youn. 
: multiple characters equipped with*th@se abilities; youl 
f ld be able eliminate her and efidethis battle in twa.toy” 
yee founds, Reducing her HP to Zerovish't necessary; "yous 
just need to’ inflict, eni jamage/to bring her closé™t 
Critical Status (approxi ly 155, to)2D HP) . 

























With these skills, a good Thief should be able to appro- 
ate both the Defender Sword and Chantage Perfume from 
ladoul. These items are unavailable anywhere ‘else iW” 
e'game and come in handy in the battles aheade") 








If any of your characters haye been trained in the Thief; 
Job Class and have learned Stéal Weapon and/or Steal 
Accessory, now’s the time to put those abilities to uses f 














‘After this battle; start checking the statuS screen of all high= 
Profile characters to see if they’re using any rate pieces of 
equipment: While theft isn’t .am efficient way to acquire 
things, you'llistatt running )into items that are available by 
no other méans. 
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Defeat all enemies! 


Black, Red, or Yellow Chocobo x 
eRe ee ea POS Tee oan 





nce Level: 41 


PINATH Ne Tease Daa 


X:3 Y:14 Team eee 
X:2 Y:1—Diamond Shield or Phoenix Down 
X:9 Y:4—Power Sleeve or Hi-Potion 






Suggested Attack Team Composition arid Formation: 
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Depending on which types of*€hotobos appear on,this bat- 
tlefield, this can either bé a relatively short or a Very Tong 
battle. Remember, only the Yellow Chocobos can heal with, 
Choco Cure, while Red and Black ones have offensive 
attacks such as Choco Ball and Choco.Meteor. 


After you complete this battlefield successfully it becomes an area where random bat- 
tles can occur. Possible enemies/monsters include Archers, Chocobos, Knights, Pisco 
and Bull Demons, Red Panthers, Oracles, Morbols, Trents, and Red Dragons. 


With this in mind, once you start attacking a Chocobo, 
use multiple characters against it and finish the job. 1f you 
don’t, chances are good that if there’s a,yellow Chocobo 
within movement range, it will step in and heal up its 
brethren, sending you back to square one. 
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CHURCH OUTSIDE eo aay 
THE TOWN * 
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Peay 






If you injure Zalmo” significantly, chances are he'll use 
the action portion of his next turn healing himself. Use this 
knowledge to your advantage by hurting him enough each 
_ round to keep his offensive attacks to a minimum and allow 
the rest of your party to concentrate on the Knights and 





+ 
ff ati is another battle that’ Ss pi 


Characters are equipped with tl 


Mossn ability. With:it, you cap scale the face 
Start attacking Zalmo from the very beginning. 


iy . 





"UNO WLdVH> 








Jump Bttributes) the battle will take longer, because y: 
must navigate around to the back side of the church to ga 
access to the roof sections. 
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BATTLE MAP-37 
| BED DESERT 
ee 
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Objective: Defeat Balk! 


eter Laie ae auras 


x 2, Wizard x 1 
Difficulty Level 
Recommended Experience Level: 43 


Treasure Data 


gyu Darkness or Hi-Potion 
yu Darkness or Hi-Potion 
TOL sem ety 


The poison that infects the entireyparty atthe beginning.of the battle 
continues to reduce their HP Gach found until they’re cured using 
Antidote or Remedy-items (Chemist ability), Esuna.magic (Prfest ability) 
or its effects-wear off. 










The potential damage shown when you target an enemy 
with one of these guns is based on the basic level of the 
spell, while the actual output is randomly selected. These 
guns are great weapons to have, and we strongly encourage 
you to steal this one—even if it means prolonging the bat- 
tle. Keep in mind, however, that'Balk camproduce the same 
sniping attacks as Mustadio. 













pay 
By now your character's HP should be high énough that 
you can easily defeat Balk before the poison becomes a con- 
cern. In fact, the poison is more of a red here fe, keep you 
from concentrating on the task at hand. 





oo 
Se Tess Bee Sas a) 


emer 
oo 
er 220 
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After you complete this battlefield successfully, it hecomes an area where random battles 
can occur. Possible enemies/monsters include Bombs, Panthers, Flotiballs, Skeletons, Bull 
Demons, Behemoths, and Steel Hawks. 


‘ 





If you_chetk the Unit List, you'll see Balk has a new, 
type of Gun, the)Blaze Gun. This Gun is one of three hard= 
to-find Guns (Blaze Gun, Blast Gun, and Glacier Gun) that 
shoot magical spells. The Blaze Gun shoots Ice spells of 
varying strengths (Ice to Ice 3). 


AO1 OL JNOJWOS 


“S 
CheckPoint! 


For Battle 38, you may choose between two battle- 
fields, Neither has an advantage over the other. The 
are of equal toughness and the battlefields 
are roughly similar. However, the treasures on 38-8— 


nei 





if you're into that sort of thing—are slightly nicer. 
Regardless of which battlefield you chose, the next 
battle starts another series of two. 
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j “ue . Teen OTT Se See ae 
Ninja x 1, Thief x 1 


*SOUPH WALL OF ee nae 
at GARRISONS Xvi age pains or Poon own f 


—Platinum Sword or Hi-Potion 





—Golden Hairpin or X-Potion 
nen ma 





thie’ aig NWhich, gives’ your 
mbérs séby dividing your forces into 

kit no problem eliminating the 
ni 


ights can.close the distance. If, 


> 

The enemy is Falher spregie 
party the upper hand in, tebms ofmii 
two parties of equal fore yourSHoul 



















yng 


PART THREE + A SURVEY OF THE BATTLEFIELDS 


M94 FINAL FANTASY TACTICS + THE OFFICIAL STRATEGY GUIDE 


@ Archers, Ninja, and-Thi@f before 
Otfre in doubt as.to wHOm to Gut first, semmember: The Ninja has” 
NS nate, pre ] wiph"two: weap effectively doubling they” »¥ 






Objective: Defeat all enemies! 

Ten Me Lea ceo aR a 
Sega OCS a 
TTS me Toe 


NORTH WALE * Recommended Experience Level: 45 
. eet er les 
ae On Aa ee CON ST Meg eae 
 BETHLA GARRISO oe ors 
; eet tt 
ee aero ROM Rete 


: lows a chatacter to aftack enemies sipoiaed on thé ramp: 
© fast p unless. they’ re equipped with’ abilities that enable them to Use 
A attacks. If you can reduice the Summoner’ 's HP within the first 





to eliminate him altogether End then concentrate’e in the 
ers, and theyMonk. ‘ 
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CTLE MAP. 39 
IN FRONT-OF.BETHLA 
GARRISON’S.SLUICE 
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Suggested Attack Team Composition.and Formation: 


Objective: Ope it Bethla Garrison 


tal Shield or Hi-Ether 

SECT oe 

h Hat or Phoenix Down 
—Crystal Mail or Hi-Potion . 


| | 
Enemy Units aoe n 
ana} 
PeTira sm eao 
Recommended Experience Level: 45 
Treasure Data 

wr 


The objective of this battle is to open the floodgate wreleas- 
ing water that will immobilize both armies and prevent all= 
out war. To accomplish this, you must defeat the two 
Knights posted at either side of the topyof the dam, Once 
you Have defeated the Knights® and, theif, life counters 
expire) Ramza (and only Ramza) cah then open the flood- 
gate by.ending his movement on eachof the\tiles, allowing 
him to pull the levers found on them 


The two Knights guarding the floodgate levers can’t 
leave their posts, reducing the actual number of enemies 
the party has to face. Split the party into two groups and try 
to eliminate the Wizards first. After disposing of them, take 
out the other two Knights and the Archers before attacking, 
the Knights guarding the levers. 





Unlikeany other battle, this one ends only after Ramza 
is killedvand not revived or has successfully pulled the 
levers,and released the flood waters. You needn’t leave an 
enemy living to complete your mission. 
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“BATTLE MAP 40 


GERATVAS PEAKS ~ 
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—Ninja Long or Potion 
—Platinum Sword or Hi-Potion 
CLR Le 

eum NCLTS h 





The steep terrain of this#battlefield*increasesMthe battle’s 

difficulty by redu¢ingthe area displayed When you'te 
~, shown where youean move or attack. Ifyou're\unsure 6} 
Pyyyour rahge, try placing the targeting.cursor on the panel 
you Want fo move tor attack to see if it's within range: The 
‘Wills tHe center of this battlefields both, friend’and forex 
igh it shields your party members from direct-range 
it also Preyeae you from WSing har Same type of 
in theenem 






















f 
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% 

4 

an 
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The best strategy er this field is to make sure you ea 

divide your two groups of characters equally in terms of © 

both ive and defensive power. From there, be sure not” = 

? to se| them by too much. Ifrone party member can’t 5 






move, as quiekly as the rest, let the others of that group 
hang jack a d keep the party together: 
. 


NOP NIOY 3 
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2 
Cheek out the Unit List screen to see whether the 
enemy/Thief is equipped as a Chemist and has the ability to 
heal'and revive his injured or fallen comrades. 


wr, 
3 ~ 


% 


‘After you complete this battlefield successfully, it 
becomes an area where random battles can occur. 
Possible enemies/monsters include Panthers, Juravis, Bull y 
‘Demons, Dragons, Plagues, Archers, Summoners, a aa 
and Behemoths, 
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BATTLE MAP +) 


Sens oT aed 5 

POESKAS LAKE ret ST ae ae 
Difficulty Level: 5/5 
Se “= Recommended Experience Level: 59 \ 
= emer : 

oe x ee Tea VET Cae ee 

Y:12—Platina Helmet or Phoenix Down » 

irclet or Potion 





ss : 
See CU MAU mm eee eee ; 
’ 


By entering this area, the party-Has atvakened thé’ téftured souls of f 
the dead and must now/defeaf them jtoyproceed, Like other undead, ’ 
these enemies are vulnerable“tofitéms such as potions and Cure e 
Spells. Remembersthat once a ghost’s life counter expires, it can, ) 
réturn from the dead {again)..Fortunately, ifit does manage to arise, y 
the HPeitarecovers ate insufficient'to prevent any’ chafacter in range Ny 
‘ 





is from putting them to rest @gain) % 
J 
nay 
wD . 
ae iy 
kK 
ra 
[e) 
= 
Vv 
ee 
[a4 
3 
nN 
<q 
7 
NY; 
~ 
SIE 
‘oo 
kK 
[4 
a) 
ey 
3 
ME 100 FINAL) FANTASY. TACTICS + THE OFFICIAL STRATEGY GUIDE 1 
J 





The Oracle and Summoners should be the party’s pri- 
mary concern. After vanquishing them, the party can then 
lay the Archers to rest once more. If one of your party is 
equipped with the Thief’s Steal ability and has learned’Steal 





Weapon, the Ultimus Bows the Archers carry ate yet anoth- 
emtreasure you won't find available for purchase anywhere 


in Wwalice. CheckPoint! 


After this battle, take time to stock up on any neces- 


sary items and provisions. The next three battles are 
again fought in a continuous series from which you'll 
be unable to exit until completing the third success- 
fully. Given the nature of the beings the party faces in 
the next few battles, take time to purchase five Angel 
Rings and five 108 Gems 
This is also a point in the game where Ramza 
can learn the last of the Guts abilities, Ultima. To 





*YNO4 ALIVHD 


learn this spell, you must sele 





Squire as Ramza’s Job 

Class and get caught in and survive the effects of the 

spell during one of the next two battles. While chang- 

ing Job Classes, t's a good idea to equip at least one 

of your characters with the Item skill to cure any sta- 
tus anomalies that might occur. 





A011 OL JNOJWOS 


After you complete this battlefield successfull, it becomes an area where random battles can 
occur, Possible enemies/monsters include Bombs, Ghouls, Skeletons, Behemoths, Cocatoris’ 
‘Archers, Red Dragons, Wizards, Monks, and Minitauris’. 
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RBATTLE MAP 


47 
FA eet ote eon 


Enemy Units: Apanda x 4, Assassin x 2 


AT THE, GATE or. Hagia, os een 
SLIMBERRY CASTLES eee 


RE Ere an ea orth 
—Sprint Shoes or Maiden's Kiss 








Due tp the dégree of diffigulty ABis"batele ost i WB Apa f 
Spellcasting abilities and\the Assassins} oe to ses youbmay ; 
10% e 













to'hold off attempting ‘toflearn’tHe un spell at this ‘fe FoF; 


Wt ld ay 






who insist on Igarang FP here am wow, the follauang pol 
aid" you 
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The collection of Bio|spells the Aj 
from the ability to petrify, tosturn is P 
toads or stopping.them dead¥in their 


unable to move or act. Worse; the ‘ss 
asters in a single blow with theif Stop 










CheckPoint! 


Before entering the next battle, it's a good idea to 
reequip your entire battle party with the 108 Gems 
accessory to protect them from being turned into 
Vampires by Elmdor. 


Se AO mb ME AVA DD 


1 OL INOS WOS 


Those*who just wish to live through it can reduce this 

battle’s length greatly by focusing all attacks on one of the 

Assassins. Once defeated, both Assassins will teleport 

away, ending»the. a 
\ 
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BATTLE MAP 43 ene 


Enemy Units: Elmdor (Are Knight), As 
elit am aac 


INSIDE OF LIMBERRY. eae 


/:10—Dracula Mantle or Potion 
CASTLE CO eo Crm ee meet) 
Brand or Ether 
CECE Ra a hg 


This battle pits you against both the! bloedsucking Elmdor and the 
deadly Assassins from the previous battle. As you undoubtedly know, 
these characters can cause seriouS/damage to.your party before you 
can defeat.them, Take heart, though, for in this battle you can kill off 
Celia dndyLedevonceyand forgall! Although the final death blow will 
Cause them to turn_into Ultima-Demons, their skills/pale in compari= 
‘SOff to the mayhem Célia and Lede used to cause. 
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Meet Nace 
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Enemy, = 
CEILI Bart as ars 


Jump—5 R-—Or8/ISx S 53 /%6x/¢3~ (00x Fe 
Io E—ooo/cox ®&, ag /00x/ 00x / cox 


a 


Your main focus in this battle should be the vampiric 
Elmdor. A quick peek at the Unit List reveals he possesses 
some very rare armor and accessories. Because you'll want 
to carry his Genji ensemble off as a war trophy, make sure 
you have characters equipped with the full array of theft 
abilities. Immobilizing Elmdor will help make this arduous: 
task much easier, as will killing off the assassins and 
resulting Ultima Demons first. 
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Elmdor the Arc\Knight is capable of both the Samurai’s 
Draw attacks and the vampiric Blood Suck. As its name 
implies, Blood Suck drains an opponent's HP and turns’ 
him/her into a Vampire. Once bitten, that character follows 
his/her own lead, instead of yours, usually moving’ to bite 
the character closest to him or her (usually Elmdor him- 
self). You can heal a “blood-sucked” character ising ‘Holy. 
Water or avoid the whole mess by equipping him/her with 
a 108 Gems armlet. 
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BATTLE MAP 14 ce - Tg one sf 
UNDERGROUND CEMETERY [ir 
OF LIMBERRY, GASTLE~—~eaaaeieeetennana 










he undead Knights are very experfinced wi 
pdonit be Surprised to find a Peragft a 
less ifthey’re allowed to farpett 
The sEquip Change support} 
sinibattle should-this, happen 


sar 

th shel Breakabilities, & . 
ress eae Weapon= 
Sam®ghatacter for multiple rounds? 
lity wil Allow you to,se+€quip, yodrselt 
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With Oflandy and Ram’ 
against Zaleray the best strategy hete 
the party out of Zalera’s range, or. at'th 


of the whole group with»his tangt 
Orlandu isn’t put to Sleep'or rende! 
shouldn't last longer than a few founds W ee 
Sword attack, which inflicts 300 + points-ofamage-each 
round. 


* WNOIISLIVHD> 
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During this battle the Divine Knight, Meliadoul, joins 

\\ Pyou(youtfought lier in Battle 34). As she enters the fray from 

the back, she aids you in defeating the Skeleton monsters 

approaching® from behind. Be aware, however, that her 

Mighty Sword attacks have no effect on enemy units not 
bearing thejtype of equipment the spell.targets! 








BATTLE MAP 
INSIDE,OF 
> 


» A SURVEY OF THE BATTLEFIELDS 


PART THREE 





Objective: Defeat Dycedarg, Ramza's 
Oa rele 


4c 
Ve eNO eee yee Lem RT es 


Ord ae ae) 
Difficulty Level: 4/5 


Recommended Experience Level: 60 


Tice orc) 


—Blood Sword or Hi-Ether 
SECM OLS ha 


> Feather Mantle or Hi-Potion 
IGROS CASTLE eae 
poten se SE Z 





Suggested Attack Team Composition and Formation: 


“Pay 


This battle comprises two parts, but dinlike other battle series. you won't 
have the opportunity to savé betweehithem: As the battle’s objectivelstates, 
you must defeat Ramzats @lder brother Dycedarg» However one you've 
done sd, the Capricorn Zodiag Ston® possesses his fallen body and trans= 
forms ‘him into.Adiamelky Ghost of Fury; whom you must destroy, as wells 
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Adramelk can cast spells that cause status anomalies, 
“as well as upper-level Summoning spells such as Bahamut 
and Leviathan, which have a large effect radius. Keep this in 
mind when placing your characters so you don't acciden- 
tally clump them together. 















Try and maneuver as many of your characters as you can 
to the upper sections before Dycedarg is eliminated. 
Accomplishing this.makes the portion of the battle after the 
transformation that much easier. Although the Knights 
shouldn’t pose too much of a problem, (Orlandu’s Stasis. Sword: 
attack can sometimes dispose of two at a time), try to'focus on Although it’s easier to leaye powerful characters such 
reaching the upper level as quickly as possible instead of using ~ as Orlandt and Meliadoul on the ground floor casting 
ranged attacks. If you have a Thief with the Steal Weapon abil-* _rangedysword attacks, this strategy leaves them packed 
ity in your party, you can appropriate another Defender Sword _closely together and therefore vulnerable to) Adramelk’s 
front Dycedarg before finishing him off. magic. 
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CheckPoint! 


Get ready for another string of battles! 
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» . =~ Objective: Defeat all enemies! 
iO A eet r as » J rou Na 
1 TTI AL | SST ae 
, AA wm 4 Difficulty Le 


‘ST. MUROND: TEMPLE 






f% 


Se aa eet 
Sea ea eer) 
~ bs Hi-Potion or Hi-Ether 





Suggested Attack Team Compositiah and:Fortiiation: 
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Your first objective in thiS battle should be to‘remové that” 
meddlesome Priest! This character is equipped with, both, 
White Magic (Cure and Raise) spells and-Math skills, mak- 
ing it possible for him to resurrect, multiple a 
oncé (ineliiding yours, if they fall within.fhte calculation!). 
Because “this will get you nowhere’ fast, it's just easier to 
LE Ae J 

Yalan out first. 









If you're still actively, using Rod-bearing magic users, 
try, ‘to steal the Summoner’s rare Dragon Rod! With the 
exception: f that one weapon, all the other characters wear ff 
commonpa pieces of equipment not worth your time or 
bother. 
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PArhE MAD 49 
BATTLE MAP 47 ~ ueuuereerer 
nemy Units: Vormav (Divine Knight), 


oS QcHALL OF a as 
ST.MUROND TEMPLE ai 


Om h 











or Phoenix Down 
Te gee 
STU m ee welt! 


This battle pits you againstyVormav, andyhis two hen¢hmen, Rofel 
and Kletian. The thrée make%a Véry’strong team but havéyweak- 
nesses that are easy to exploit, The easiest to.defeat oftthesthree is, 
Gf course, the Sorcerer Kletiah. His inability to Weary heavy armor 
Weavesshimea,bit weak in the HP department. - ft 


ams em 


» A SURVEY OF THE BATTLEFIELDS 
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Targeting him with any of Orlandu’s All Swordskill attacks 
should bring him,close to the brink. The easiest. way to : 
remove the threat of Rofel and Vormav’s Mighty, Sword 
; attacks with their equipment-breaking properties is fo, tar 

get them with those of your own. Having, both Meliadoul 








and Orlandu cast Hellery Purch on one, of thent will 'seri- Tn 

ously eat up their HP as well\as break, their Weapons» ag 
Without a sword, neither character can cast their éxpensive 

spells. = 

a 

a 

= 

(e) 

ee 

an 

a 

{e) 

a 

Oo 

J aN 

=) 

[e) 

[e) 

ea 

; las 





Bythe»way,, thesecret to winning this battle quickly is 
: to take one of your three opponents down to the zero HP 
" range. As:injother battles, this act causes the group to flee 
to safety until a\later battle. 





— 


 —— 
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AP a 4 
TW Objective: Defeat Zalbag! 


Enemy Units: Zalbag (Arc Knight), / 


\ Uy OF eS Seem ie mena 
> Ye . retiree ova 4/5 


Recommended Experience Level: 60 


nS ae 
Yea 





Nothing 






As if tricking) you out of the Géfmonik Scqipties WWeRR’ bad enough; 
Vormav wants to inflict ome last indighityson you—the death. of your 
brother, Zalbag. Under Wucavi's inflitenee, Zalbag is forced tol fight his 
brother to the death: Fortunately, they both agreeeon Whose! death ity 
should be: Zalbag’s. 





* A SURVEY OF THE BATTLEFIELDS 
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: : = 
Altholigh he doeé implére you to kill hinvand pubhinhout of 
his misery, Zalbag,doesn’t intend to make that taskieasy for 
you and your crew. His Blood Suck attack will leave you 7 r 
rushing for those bottles of Holy Water: and 108 Gems arm- 

lets, so make sure you prepare, 


OL eat eS oes ‘e - 
a Se CheckPoint! 


GMP 976 956 
fo ed 


Before heading off to the final series of battles, consider 
€ taking on the quest for Cloud or a few levels of the 
%, Deep Dungeon. Both subquests offer the ability to pick 
4 up extra Experience Points and hard-to-find items— 
things that might come in handy before you face 
Vormav again! 





Either make a concerted attack on Zalbag alone or split 
your team into multiple parties to attack both Zalbag and 
the three demons. If you haven't done so already, this is 
another opportunity for Ramza to learn the Ultima spell. 
MaKe\sure’Ramzais Job Class is Squire and that he’s in range 
and in. good \condition, should the lone Ultima Demon 
decide to cast that spell! 
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» BATTLE MAP’ 49 | 
AS COLLIERY 






SUNDERGOUND 
\SHIRD, PEQOR 


Suggested Attack Team Formation: 








= APURVEX OF THE BATTLEFIECLDS 
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Surely you’vé ‘wondered what ifwould \be likesto fight 
againstyan entire phalanx of Chemists? Wellj here's your | 
chancé! This battle isn’t particularly\hard, but it eambecome — 
long andyfrustrating’ What else would youl expect from an 
army of people. with full’ access to Phoenix Downs and X- 
Potions? , a 


This is 4 Battle where you'll want to keep a close eye on 
the’ AT List to Keep from killing an enemy unit only toHave 
him.immediately révived and healed by the Chemists whese 
turns come next.jAlso, try to stick close to enemy Chemists 
to prevent your troops from feeling the sting of their Mythril 
Guns, 















a: AYOE Re ME AVA my 


AO1 OL INOS WOS 











ATTLE MAP So 


Enemy Units: Chemist x 1, Thief x 2, Behemoth 


COLLIERY Jaane 


TTT: ience Level: 40+ 





UNDERGOLIND => eae 
b Mumma eit 
7 X:6 Y:10—Mythril Helmet or Soft 
SECOND FLOOR P Mythril Armor or Soft 
ype! aS X:10 Y: MU ASS a Tao 








Suggested ‘Attack Team Formation’ NU 
ti ! ; J 
e : E On this battlefield the ability’ to steal items and poach, furs both y 
come in handy. The $ole’ Ch@mistjhere is equipped with Qprize iy 





item—the rare Blaze GunyThis gag shoots a variety of Ite Elemental. 
Spells and-is a big imprdvemght over the Mythril Gun{ Because you 

Téind.it\int any’shop, ywll Want to-acquire/ thig One, $0 mak 
ure onéOf your Units/hasjthe Steal Weapon ability aVailable, 


[ao seancs Mo sreros BM sax <3] 
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The Thief atthe bottom Wi 
followed by the ons ‘Behemot 7 


the Chemist using the Snipe al 

itys The remaining enemy unit: 

wontt attack aggressively. Make sure you poachitheski 
both Behemoths! 


andy 


H> 


V4 


pe AOE RP ma. 


ENOL 


>NO 
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ONBATTLEMAP 51 

SQ nCOLLIERY 
»UNDERGOUNDS 
FIRST.FOR 
Me\ LO 


Suggested AttackyTeam Formation; 
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Any difficulty in this leyél is presented solely by the two. 
Blue Dragons, whose/Ice Bracelet attacks willy shave 
250-350 HP from your total allotment: ‘Their two-panel 
attack fange increases their advantagesand makes them 
very dangerous. 





Try to immobilize them (the Ninjas’ Spell’ Edge, with its 
Don’t Act attribute will work wonders here!) and then bring 
your troops in close for the kill. Keep a close eye on what 
' other kinds of weapons and spells you use on them, 
, thotighy because weapons with Ice attributes (such as the 
: ice Brand Sword) will heal instead of hurt them. 


rot 
Pals 
> 
~ 
aN 
2 
(e) 


WN LOL; 


Neu Rene) Nie) 





% 
‘The Ice Dragon carcasses, along with that of the Uribo, 
‘. can be quite valuable at the fur traders, so make sure you 
7 poach these skins, as well! 
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BATTLE 


eye WTS \ 
> Enemy Units: Sinogue (Archaic Demon), : 
Ochu x 2, Plagu 
UNDERGROUND Difficulty Level: 3 i 4 
commended Experience Level: 40+ i \ 


Tee IC 


PASSAGE IN. GOLANDs ee 


Ue oars - ‘ 


~ae * Mythril Armor or Soft ff : 
pees Taam : 
“= «A 





Suggested, Attack Team Formation: 











\ Ss 
‘ : 
Before entering this battle, make sufe-youmattaék team is strong int 2 

speed and has a high Moventent/jump, cadiuse ‘(iiie ovement skill 
Ignore Height is great here!) ‘the battle’: sfabjective i is to save the Holy ‘ 
Dragon, Reis, from thélattacks"ef Sinbgue the Archaic Demonand its jf ‘ 
band of Plagues and Ochus. If yod Make a strong,entoughisiagd in the 
Pe fitst round. of attacks#tl¥e enemy Units willfend fo attaék you over 
\ REIS ivingsyoUi precious tigt@to Move athealer in rafige. ‘ 


Ee 
oe 
aah Bs 
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Although Reis is more than eapable 
itself—as well as a few enemies—you mus 





If this is the first time you’ve encountered Plagues, Be 
warned that their Look of Evil attack causes fun status 
anomalies ‘such as Petrify and Death Sentence. As in any 

battle, make sure you have someone on hand who can take 

care of these maladies. 
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\ = if a 
BATT! C [ Objective: Defeat Worker 7 New! 


Tou ODS Weld Come ah 


NELVESKA iE ENPLE rete ae 


Recommended Experience Leve 


Oe men remo aT 
—Nagra Rock or Elixir 
—Javelin 


\ Surprisingly) this little piece of the Clotd subques@presents you with 
a battle that’s just hard régardl@Ss"Of hdw, highjyour cHaracters’ lev= 
élsare. Both monsters, the Hyudra and thescocatoris, can deal a death 
blow with a single attack. Compoudding the problem, the Codatoris’ 
extended flight range makes it difficult to move,beyond theinreach. 
Nour best bet is to coficentrafe your remaifiing forces ‘solely on 
def€atinig-Worker 7. 


A SURVEY OF THE BATTLEFIELD 


PART THREE 
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This Steel Giant is virtually identical to the friendly 
Worker 8 who joins your party prior to'this battle. If you" 
experimented with this character in battles before, you'll 
have a good estimate of whaftyou’re facing: Worker7 isn’t 
that hard to defeat, but its recuiperative abilities Will str= 
prise you. Note that Worker 7 has a backup gemferator that 
will increase its longevity, but only for about an AT. 
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QA rr C MAP C4 ' 
BATTLEMAP 54 csnee rs aE 
Difficulty Level: 2/5 


\ ZARCHIDAS. — ines 
TRADEXCITY 


2—Reflect Ring or Soft 
9—Defense Ring or Holy Water 
Tee CMa m a Subd 

Ring or Phoenix Down 











4 — “1 

Compared tojsome of the partlyou’ vele assis $6 far, this oneis 
ja piece of cake. By defaultytheé¢nemy ieee focus the brunt of their 
attack on your troops; leaving Clout fe to move to safety, However, 
don’t concentrateon SR in front of, you sorstrongly that 





you lose sight ofthe oh¢ Thigf hiding in the” hanging laundry. This 
rp is withinsattack r; of Cloud! don’t dverlook it! 


RV€Y OF THE BATTLEFIELDS 
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CheckPoint! 

Now that you have Cloud in your party, there are a 
few things you ought to know. To begin with, Cloud 
starts out at Level One in both experience and job 
classification. Second, he can only perform his Limit 
attacks, (they are the intrinsic action skills of the 
Soldier and identical to those he has in Final Fantasy 
VID, with the aid of his Materia Blade. Like other 
special weapons, this can't be bought in stores and 
requires that you do some searching for it. Fortunately, 
its location becomes fairly obvious: At the beginning 
of Chapter Four, a new random battle location appears 
called Bervenia Volcano. This battlefield is ripe with 
dangerous monsters and lava flows. The Materia Blade 
is easily found by moving a character equipped with 
the Move-Find Item ability and a high jump radius to 
the top of the “volcano” itself. 
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BATTU MAP 5S—64 
THE DEER DUNGEON 
foe 





The-Deep Dungeon is‘run-by a\powerful Wizard who.dwells in the lowest level. To teach him*andsth@fextra Zodiac Stone 
hé owns, you must fight youn way through nine monster-jand treasure-laden levels! 

= Didewe mention you must do this in‘eompletedarkness? 

‘Fo bépin with, the darkness embracing the Deep Dungeon is easily dispelled’ by the appearance of a couple of lifeerys- 
tals. This helps you see thebattlefield’morerclearly, but it won’t aid yourin youryquest.to,find the hidden*panels leading to 
the next level of the dungeon. Equipping all. your participating characters with fhe Move-Eind Items'skill is a must It helps: 
cut.down,on theitime jit takes"to search the dungeon fléor panel.by/panel (whichyyou’ll have to do on your own; the’exit 
Parels.are rafidomly generated whenever yousplay'a level thesfirst time), 

Finding the exitpanelialso.requiresithat you kéep'at least one enemy Wnit alive during your search. /Beowalf, with his 
Magie Sword action’skills, isa. goodsehoice: He.can castboth Don’t Act and Sleép spells. Killing all the monsters on/a level 
without finding the exit panel firseends the battle without openingsthe next level. To continue, you)must choose’ thé last 
floor from thesmenu listand replay it. 

Because\the\Deep Dungeon comprises nine randoméstyle battles,culminating in a Zodiac Monster battle, there’s no 
telling what kind of\monsters-or enemy units yous!! rungifito! The Only certainty is that their levels will equal,or exceed, 
your own. Your reward for defeating theseystrong foes includes extra Experience Points and the/opportunity/to pick up 
some rareweaponsiand armor. 

The Move=Find item.skillymakes.itpossible to find the four secret treasure caches hidden on each floof that contain 
either a rare piéce of equipment or a Phoenix Down. On¢e you've picked up the treasure hidden there, the’spot becomes 
a trap you must be aware of when combing the battlefield for the exit panel. 
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Treasure Data 
PUR Ae Tm Cerca Pda 
cier Gun or Phoenix Down 
:2 Y:2—Blaze Gun or Phoenix Down 
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iyomori or Phoenix Down 


This is the initial floor of the Deep Dungeon and gives you 
a taste of what’s to come. Work your way Steadily to the 
bottom of the mountain, killing enemy troops as you come 
across them. Look for the passage to the ‘next level on the 
bottom third of the map. 
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Battle 56: Terminate 


e: Defeat all enemies! 


X:0 Y:4—Elixir or Phoenix Down 

X:1 Y:8—Save the Queen or Phoenix Down 

X:7 Y:2—Blood Sword or Phoenix Down Ps 
X:10 Y:6—Elixir or Phoenix Down Ff 


lo 


Like the previous battle, this battlefield'compels you to work: 
your way down the slope against the tide of enemy forces. 
Take care, asthe varied leyels distort your perception of the 
enemy’s p 


Battle 57; Delta 


ofa tee enone 
X:0 Y:2—Elixir or Phoenix Down 
X:6 Y:7—Yoichi Bow or Phoenix Down 
X:9 Y:1—Mace of Zeus or Phoenix Down_ 
X:12 Y:5—Elixir or Phoenix Down as 


This area is filled with hidden bridges and gaps. You'll 
have to. make your way very carefully as your enemies. 
are spréad-about in clumps and the pathways don’t 
always lead where you'd like them to. 


Battle 58: Valkyries 


h Rod or Phoenix Down 
—Kaiser Plate or Phoenix Down 
:1—Fairy Harp or Phoenix Down, 
X:12 Y:8—Elixir or Phoenix Down 


This S-shaped pass places you at the top and the 
enemy (and the way to the next board) at the bottom. 
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Battlg’59: Mlapan 


ws 
Defeat all enemies! 


X:0 Y:0—Elixir or Phoenix Down 
OR ee eM Rm a rca eT} 
2 Y:8—Excalibur or Phoenix Down 
ixir or Phoenix Down 


This is a tricky board, as IPplaces you at theltopof a moun 
tain-with the enemy directly beneath you. With 
tange” attacks you canvtaké gut most ofthe enemy units 
oufactually joining forces. The rest-you'lDhave to meet 
ith atthe-bottom after making your way/down the spi- 
raling pathway. 


Battle e-Tiger. 


ef Cereel Renan ods 





X:9 Y:8—Cursed Ring or Phoenix Down 
X:9 Y:9—Secret Clothes or Phoenix Down 
X:10 Y:8—Blast Gun or Phoenix Down 
X:10 Y:9—Elixir or Phoenix Down 
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od his Wattle takes place in a twisty hallway with walls that 
obscure the enemy units waiting farther down the line. 
Make sure you rotate the board/often to keep track ofwho’s 
lying in wait sOn'the positive side, the treasures lie Fight at 
the beginning of the course,and You'll. usually figd the gat 
¢ tie end. 7 


<a 
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ae ‘61 Bridge 


PART 


eye aan 


r or Phoenix Down 
X:4 Y:10—Sage Staff or Phoenix Down 
X:4 Y:12—Koga Knife or Phoenix Down 
X:4 Y:14—Elixir or Phoenix Down 


On this board, you and the enemy begin on separate 
of a mountain. To reach the enemyrfaster, find the “bridge” 


between the two sides halfway down the board. 
j 
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Battle 62: Vi 


Objective: Defeat all enemies! 

Sec eT es) 

X:2 Y:10—Elixir or Phoenix Down 

X:3 ¥:8—Ragnarok or Phoenix Down 

X:6 Y:7—Robe of Lords or Phoenix Down 
X:8 Y:6—Perseus Bow or Phoenix Down 


This is along battlefield that forCeswyou to travel from.one: 
side, to thefpathway down thejhill on the other side and 
then backjagain, to the panels where the exit is hidden. 


Battlé 63: Horror 


Oy eeneee see ent 
reer OTe) 
peti ees NTR eT CON 
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X:8 Y:5—Venetian Plate or Phoenix Down é& 


aco 


This is the final random-battle-style level, and the most 


difficult you'll face. You start on a large platform and must 
figure out How to get down. Meantime you'll find yourself 
sutrounded'by Magic Users and Chocobos, to name a‘few! 


Battle 64: End 


Objective: Defeat Elidibs 
Pena Cn ney och 
Uae 
Treasure Data 
X:10 Y:7—Chirijiraden or Phoenix Down 
—Chaos Blade or Phoenix Down 
ixir or Phoenix Down 
r or Phoenix Down 
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This final battl@is a worthy ending:to the Deep Dungeon and 
excellent practice forthe game’s final battles. The Apandas are 
equipped with all three levels of Bio spells, which cast.status 
anomalies on units within the spells’ effect radius. 

Elidibs’ spells are also status anomaly based and include 
‘one You won't want to miss. Elidibs is master of'the Summon 
Magic spell Zodiac, which, much like the Ultima spell, is 
Tearnable if a Summoner gets hit with it and survives.For this 
battle—and those that remain—you'll have the assistanceof a 
Byblos monster. Its attacks are strong and ¢an help you outin 
ajam. 

Defeating Elidibs nets you the {3th Zodiac Stone, 
Serpentarius. 
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sure Data 


STORAGE FOURTH cea 
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This is the first of a series of|seven battles#thatfead towhe’cdl mination of 
this)game. It’s also the easiesfyand/the last battle where you'll/be urged to 
defeat all the enemies on'tHe field. Dhis"Battle is easy because theyenemy 
units-are all familiar-clas$es With jstandard weapons¥and"armor, Withe 


tough-warriors-on your side, including Orlandu.ahd Beowulf, you should’ 


have, fid_ problem defeating, thes@ meager soldiers. Wateh out for the” 
icnights and,sheir Break abilitiess thoughwit would be a shame fo lose some 





Of the*expensiveand raré’armaments you've picked/up om the way here, ys 


Using Meliadoul and Orlandu’$ special sword attacks is vital! 
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CheckPoint! 


As with previous battle series, make sure you've 
stocked up on the strongest armor and weapons you 
can find or buy before you commit. Replenishing your 
supply of remedies and potions also is a good idea 
Atthis point you also must prepare your char- 
acters for the dangers that lie ahead. I's a good idea 
to return all your units (including Ramza and your 
NPCs) to thelr original job Classes. These special 
classes feature various intrinsic bonuses you'll want 
to take advantage of, When arming your team, strive 
for a balance between HP and speed. For example, 
when Ramza and Orlandu fight as Squire and Master 
Swordsman respectively, they can combine light and 
heavy armor types. This may not seem important, but 
some of the lighter items, such as the Thief’s Hat, have 
speed and attack bonuses that outweigh the slight 
decrease in protection. The Thief's Hat provides the 
wearer with a +2 Speed bonus, with only 
220 HP handicap! 
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Objective: Defeat Rofel 
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Pyrat ya 

enero ience Level: 60 + 


Treasure Data 





The objective for this battlefield is disect“and stmple. Defeat Rotel!” 
This Divine Knight isn’t overly Strongssbur his@miighty Sword attacks” 
can be costly\unless you make“@estroyihg his matop priority: 
With his Save the Queen SWordsbroken orstolen, He can’tiresort tolhis 
job’s Sword attacks aridWosesAh@sWold’s protection bonus, Just sur- 
vive his entourage’s~attacks longjehough to maneuver yourtroaps to 
within striking distancesind thesbattle will be,oVer béfore yu ktow it. 
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Objective: Defeat Kletian 

ENOL eee GCSE LR 
Samurai x 2, Ninja x 2, Time Mage x 2 
Perea a ear 


eee jence Level: 60+ 
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This is another battle where-the@bjective, Defeat Kletiay is 

simple to achieve. Becatisé Kletiat’ positions) himsélf%in = 
front of his supporting troops, taking him) out rarely 
involves interacting with them. x 














> 


If your characters’ Speed, ratings. ate rab teaoub 
should be able to move them. within striking ranges 
any\enemy has an AT. An attack from, Ramza\(especially 
with the Two Swords support ability equipped) followed by 
one from Orlandu should render him harmless. if only the 
remaining battles were as\simple! 
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ATTLEMAP 68 
LOST SACRED. 
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Suggested Attack Team Formation \ ~» 





» A SURVEY OF THE BATTLEFIELDS 
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Units 
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If you haven’t dealt with the-tyd?@class oflmonsters Bete re, 
here’s your chance. 


cern, If you can get to Balk before the Hydras\attagk your 
GF aie Il him quickly and forego the monster-huntihg. 


' . 
"Depending on how the battlé»begins aN 
meet your front line or decides snereae h 
back), you may end up having your fill h 

three-headed monst. 


distange Triple Flame or Thunder. Getting hit once or twic 
with one of their elemental blasts can reduce even the 
hardiest character down to\zero HP. Keep those Elixirs and 
X-Potions)at hand when you see them start to swarm! 
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Both BalkJand the Chemist are equipped with those 
coveted\magical Guns, the Blast Gun’and the Glacier Gun. If 
you managed to acquire one for your own use during.a pre- 
vious\baftle, you know the power they have against the — 
magically inclined. Neither character is difficult to kill if you 
can Bet to them quickly, a 
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: Difficulty Level: 4 rR 
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Recommended Experience Level: 60+ 


sure Data 
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Defeating Hashmalum ‘and Altima is/yougfinal/task before reaching 

the game’s conclusiof. Both“ménsters have HP in (the fange of \ 

1500-2000 points*and gan prodsige massive attaeks that,inflict both 

pH damage anda variefy ofyStatus anomalies within a large effect 
radiuSeMake\stire you spacé your troops widely apart and that you’ * 

ay soméone’on hand who can ‘heal and cure. Good luck! 


» A SURVEY OF THE BATTLEFIELDS 
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JOB CLASSES 


PART FOUR 


] 


a0) 


The 20 Job Classes (from Squire to Mime) 


Vee eMac ENA 
previous Final Fantasy games or the Ogre Battle series, it 
reaches its ultimate form here in Final Fantasy Tactics. The 
ERR Ue he BENS Coed 
access to 20 different Job Classes, each with its own pros 
and cons, bonuses and handicaps, and innate abilities. 
While most jobs have prerequisites before access to that 
class is granted, the quest to reach that special class is 
OT PCC CLS Mees Cog CMA MUU TULML COC eT- ThE Lele) 
Cee ee MCS eS LCM ire TCS 
PO LC eee SUELO 
abilities to create limitless variations on the basic 20 Job 
Classes. If you've been looking for a game where your 
Knights can cast powerful magic spells, or your Wizards 
equip a sword to break the enemy’s armor, look no fur- 
Tita 

The Job Classes themselves are based around two 
Ta CS ee CC OC Ce SMUT COLL LEC  Celg 
ONSTAR Cem UML SACO CSA OES oa oD Caer] bY 
demanding jobs such as the Knight, Samurai, Monk, and 
Ninja. The Chemist class opens the door to training in the 
magical arts. More powerful classes are made available to 
SCOTS eC MT MeL MUTT Meh MONT Cel Ted In nC 


























ous hierarchies. For example, when a character reaches 
level two in the Knight class, the Monk class opens up; he 
CRE e eRe O RCM ie mend’ 
level (Geomancer at Monk, level three) opens up. More 
complex and powerful classes become available as you 
gain higher mastery of several Job Classes within a path. 
PCE em SSM DST OMe sc oe SEC 
has reached the fourth level of Priest and Wizard classi 
and the third level of Time Mage and Oracle classes. The: 
requirements are only logical: The Calculator bases 
his/her calculations on spells learned from those prior Job 
Classes. The experience the character gains from training 
in those four weaker Job Classes forms the foundation of 
knowledge for the Calculator class. Plus, the more power- 
ful the character is in those four previous classes, the 











& 











more powerful the character will be when he or she 
becomes a Calculator. 

ere CORE arco elem TUT) 
train your troops, but no one way is any better than another. 
The Job Class system is constructed to reward you regardless 





of whether you move your troops slowly through the job 
eC LS Oe eC TT 
Eee Ree eer Mem mcm Coa RT| 
complex professions. Taking the time to reach the higher 
levels of the earlier Job Classes before progressing to the 
more powerful ones does seem to have a “trickle-down” 
effect on the spread of Job Points and job levels. You have 
a better chance of starting a later Job Class, such as the 
Samurai or Ninja, at a higher level with more JP if you take 
the time to reach the fifth level or higher in the classes that 
precede it. On the other hand, staying in a Job Class only 
long enough to reach the level required by one of the more 
powerful Job Classes, such as the Samurai or Ninja, gives 
ST ee OSU me oe Coe WT) 
ele Crm eros Cd mee ee 
You might want to try having certain characters master a 
eT ee MM ee Memeo meno 
ing to collect the rest. 

You must take one thing into consideration when 
assigning jobs and planning your characters career strate- 
gies: A character's gender is factored into his or her basic 
ele SEM SCL Oe CCM LEAT SACO Cag 
(MA) strength and more Magic Points (MP), while male 
units have more Hit Points (HP) and a higher Physical 
PC e COU oR Ce ee eT ro) eg 
minus | or 2 points in the case of MA vs. AT strength, and 
from 5 to 20 HP and 3 to 5 MP) but will lead you to train 
female units in magical careers and male units in warrior 

















ones. If you do this, however, the game will sabotage you 
and deny access to the male only/female only classes 
(Bard and Dancer) hidden within the Job Class hierarchies. 
Ries 





The only way to reach these special classes 
OURO Rte Cnn cetera tin 

In the pages that follow you'll learn basic information 
about the Job Classes, including their baseline statistics, 
action ability sets, and pros and cons. We discuss reaction, 
support, and movement skills in a later section of this 
RET ee ee on el eee OS SUM Te Co CeCe ell 
Tee eC ee eee cre cn CCT eT 
they don’t always reflect the Job Class they originate from, 
we felt they deserved separate consideration so you can 
De ome ONL CS eS een] 
eT suo Uae 
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NOT€ 


The baseline statistics in 





Level One Classes (Squizetchemist) 


the following pages were 
derived by comparison 
with the basic statistics for the Mime Job Class muchveasier. 
provided for the Squire Job S 
lass. You can modi Fi 7 APT; 
these baseline ee Squire : 
:quipping armor, weapons, Requirements: None 
and accessories wither Weapons: Knife, Sword, Axe, Hammer = 


tain helpful attributes; 


Helmet: Hat 
ising a character's Brave 


Armor: Clothes 


and Faith points; and set- 
ting certain reaction, sup- } © i 
port, and The Squire class forms the foundation of the warrior career path and it 
ovement skills. 


"TP Baseline Statistics 


Move Jump Speed ceV AT +l MA +! HP +! MP 4/- 
4 3 8 5% - - - : 
Basic Skills 
Name Description Range Effect Vertical MP ‘Speed JP Rating 
Accumulate Reises the character's physical attack power. 0 1 = = Now 300 + 
Dash Atack the enemy with a body blow. 1 1 - Now 80 os 
Throw Stone Throw a stone at an enemy unit. This is one of the | 
first long range attacks your characters can buy. 4 NA - Now 90 ee = 
Heal Cures abnormal status effects such as Darkness, UR 
Silence, Poison. 1 2 = Now 150 + 7 
‘ rN 
Po Ee 
‘hk F ura 1 vu 
; 4 NS 
j ii 
Pros 


us 

The ability T th. Stone is the most important of the Squire’s 

action\skills i ick up. This skill allows the character to throw 

,\a Stone at a/target within a radius/of four pangls. Although the 
damage this does may be minimal *compated to! that of an 
arrow, it’s still a very effective attack in tHe first chapter; it does 
damage, but, more importantly, it earns the character JP. In 
addition to choosing Throw Stone, make sure you train in the 
Squire class long enough to pick up the support ability Gained 
JP Up and the movement ability Move + 1. Both of these are 
crucial in the beginning stages of the game when faster devel- 
opment is key to survival a! r movement radius gives 
you better access to the fr 


or a,safe, otit-of-the-way 
aa 187 


ay | 





These twovclasses, while not overly powerful, feature skills that,are helpful to beginning and a 
acters alike. They form the basis of warrior and magician job paths, and mastering them wi 


ee 
attack strengths and types. While this Job Class‘sn’t the strongest coi 


and Armor bonuses, 6r the safest compared to the Archer class, with’i 
sturdy fighters aida gogd.complement to the Attack Team in she a 
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\ aa 
gst balanced with regard to 
to’the Knight class, with its HP. 


ing range attacks, Squires are still 
's early stages. 








i 


+ Well-balanced character with regard to movement, speed, and 
abilities. 
Skills were created for beginning fighters and aid in movement 


and job development. *% 
{> ‘ 
Cons 


In ihe early parts of the game, this class is Juintrabiste ae F 
because it’s not as strong and protected as its companions on 
the front line (Knight and Monk). \ 


? 
























Chemist 


Requirements: None 

Weapons: Knife; Gun 
€ Helmet: Hat 

‘Armor: Clothes 


The Chemist forms the basis of the magician career path and features one of the most durable action ability sets of the 
whole group. To use the potions and curatives you find in the shops and on the battlefields, you must explore the Chemist class. 
Like all practitioners of the magical arts, the Chemist class toils under the burden.of lowered HP and a reduced AT strength. 
Although this class can use Knives, its best weapon is the Gun, which appears for sale in,Goug Machine City near the end of 
Chapter Two. This weapon features a long attack range and its power-rivals many hand-held weapons—especially once you've 
acquired one of the three spell guns. On the battlefield, the Chemist's place is in the background, providing healing support to 
its comrades. This class's intrinsic ability is throwing items, which it can do up to a‘distance of four panels. Before you throw, 
however, make sure your aim is trueand that.you have a 100 percent chance of hitting your target! 


Baseline Statistics 








Move Jump Speed CEV AT le MA+/- HP +/- MP 4. 
3 3 8 5% - Same Same 
Item 
Name Description Range Effect Vertical MP Speed UP Rating 
Potion Recovers 30 HP. Causes damage to the undead. 4 1 = - Now 30 7 
HiPotion Recovers 70 HP. Causes damage to the undead. 4 1 - - Now 200 ae 
X-Potion _The strongest potion, recovering 150 HP. Causes 
damage to the undead. A must-have! 4 1 = - Now 300 a 
Ether Recovers 20 MP. 4 1 - - Now 300 
Hither Recovers 50 MP. 4 1 - - Now 400 
Elixir Restores all HP and MP. Elixirs can't be found in stores 
and must be found on the battlefield. 4 1 - - Now 900 Ht 
Antidote __Neutralzes all poisons, Cancels: Poison. 4 1 - = Now 70 # 
Eye Drop Restores sight. Cancels: Darkness. 4 1 = = Now 80 # 
Echo Grass Restores speech, allowing the character to cast spells 
Sa again. Cancels: Silence, 4 1 = = 120 oo 
ne Maiden's Kiss Changes the character back to his or her original shape. 
NN Cancels: Frog. 4 1 - - Now 200 
<| Ea ‘A golden needle which cures petrfication. Cancels: Petty. 4 1 - - Now 250 eo 
MRI © Holy Water Restores life to the undead. Cancels: Undead, Blood Suck. 4 1 = - Now 400 He 
NZ Remedy ——_This al. purpose medicine cures most status anomalies. 
Cancels: Petrity, Darkness, Confusion, Silence, Oil, Frog, 
So Poison, Sleep. 4 1 - - Now 700 He 
EE Phoenix This talteather revives 
1 Down dead units. Cancels: Dead. 4 1 - - Now 90 co 
Pros 


THéMtem ability set is very useful in the firsttwo chapters 


of the gate as the secondary action ability for most of your 
characters. When primed with the Potion and#Phoenix 
Down skills, this ability set allowsealmost everyone on the 
battlefield to heal themselves#iftimeof/need or provide 
emergency resurrection to a fallen comrade within range. 
However, before you have your Knighttry to toss a potion 
across the field, keep in mind.that.withouttHe Throw Item 
support skill he/she will besablesto throw only to those 
standing right next to him. 

Of the skills you can buy, fitstysave upyfor theyall- 
important Phoenix Down skill. This allows you to reyive the 
dead before their countdown ends and will get a l6f of use 
over the course of the game. Also, consider setimping for 
the Remedy’skill instead of purchasing, its-cémponents sep- 
arately. 





PART FOUR 


* Potions and other curativesfare always, more’reliable and 
faster than a Priest’s Cure spell. 

% The item skill set is,immediately valuable to all charac- 
ters in the first chapter or two of the game. 

% Hi-Potions and X-Potions are great ways to take out 
undead monsters! 


Cons 

4 Low HP and AT strength means you'll spend a lot of time 
defending characters of this class—especially because 
the enemy AI targets those with the ability to cure and 
revivefirst. 

4 Weaponstrength is low until guns become available at 
the end of Chapter Two. 
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to destroy your Weapons, an armor! This skill set is\great reckon with on any battlefield. 
when fighting lagainst other Knights or NPCs with, \Powerfill #/The lack of MP/MA handicaps, coupled with the ability to 
sword spells Such as Gafgarion. After all, if their weapons are * wear robes, makes Magic a suitable secondary ability for 
broken, so is their attack power. ) | this clas 

Most characters, unless equipped with the Monk’s sup-/ $ The Knight's Battle Skills ability works with both long- 
port ability Martial Arts, are not very handy with their bare and short-range weapons and is great for disabling pow- 
fists. A few tricks to be aware of: The range of Battle Skill erful enemies. 


Level Two Classes (Knight, Archer, Priest, Wizard) 


The second level of the Job Class hierarchies becomes available very quickly. arte, game, once your. characters have 
reached level-two:status'in previous jobs (Squire and Chemist). The four Job Classes, me makes. up this tier represent tthe 
usual spread of Job) Classes | ESD most RPGs. ‘ Wes 








Knight 

Requirements; Squire Level Two 
Weapons: Sword, Knight Sword, Shield 
Helmet: Helmet 

Armor: Armor, Robe 





The Knightis ane of the game’s strongest and most powerful classes. It fea- 
tures tivo bonuses that make it an obvious choice for beginning warriors in 
Chapter One—higher HP and the ability to equip heavy armor and helmets: 
We can’t overstress the importance of these bonuses. The benefits they bring 
provide a certain amount of longevity to the characters training in this class. 
The other benefit that the Knight class boasts is its lack of handicap'in MA 
strength and MP growth. This and the class’s ability to wear magicians robes 
make the different magic types a perfect secondary actiomability/Choice. 









Baseline Statistics 


Move dump Speed «= C-EV AT le MA +/- HP +/- MP 4/- 
3 3 8 10% + Same + Same 

Battle Skill 

Name Description Range Effect Vertical MP Speed uP Rating fo) 

Head Break Destroys target's equipped hat or helmet, - 
decreasing protection and HP. Can be countered a 
by the Maintenance support ski. Depends on Weapon, 0 - - Now 300 + > 

Armor Break Destroys target's equipped armor, Fe 
clothes or robe, decreasing his/her protection and HP. 
an be countered by the Maintenance wy 
suppor skill, Depends on weapon. 0 = - Now 400 “ ©) 

Shield Break Destroys target's equipped shield, Can be Sa] 
countered by the Maintenance suppor skill Depends on weapon. 0 - - Now 300 + cl 

Weapon Break Destroys target's equipped weapon reducing his/her zi 
attack power greatly. Can be countered by the — 
Maintenance support ski Depends on weapon. 0 - - Now 400 et 

Magic Break Reduces target's MP by half. Depends on weapon. 0 = = Now 250 + ae 

Speed Break Diminishes target's Speed level two a 
points at a time. Depends on weapon. 0 = = Now 250 Ho > 

Power Break Reduces target's physical attack = 
power two points at a time. Depends on weapon, 0 = = Now 250 ¢ 

Mind Break Reduces target’s magic attack ee 
power two points at a time. Depends on weapon. 0 = — Now 250 + a 


> 


xe 


The Knight's main strengths his/her ability to\Break both the 
equipmient and power ofi@nemy troops. If youdon't consider Pros 


this a worthy skill to possess) jast wait until the’ engmy tries  ¢-High HP and’ AT strength makes the Knight a force to 











ilities depends on the weapon the character is using, 
which means breaking can be a short- or _long- -distance — Cons 
sport! On the other hand, a character need’ only equip the _ ¢ You can disarm Break attacks using the Maintenance 
Maintenance support skill to negate the effeet ‘of alll Break support skill. 


skills and protect his/her valuable equipment." ©) 4 Stealing equipment canybe more fun and rewarding than 
Breaking it! 


\ ss 











Archer 


Requirements: Squire Level Two 
leapons: Bows, Crossbows, Shield 


nmothacy Me 


The Archer is one of the first classes that can attack from a distance. This is a good trait for a character participating in the 
earlier battles, where effective attacks from the back line can kill enemies and preserve the lives of allied units (mainly 
his/her own). However, as the game progresses, the skill8 of this class tend toypale in comparison to some of the others. 
The Charge skill set is nice, but the time factor involved in pulling off charged attacks—and the enemy’s innate ability to 
dodge them—leave one wondering what the big deal is. The solution is simple: Equip the’support skill Concentrate and 
your attacks will never fail! Unless, of course, the enemy just moves out of range ... 





Baseline Statistics 


Move Jump Speed = C-EV AT +l MA +/- HP 4/- MP +/- 
3 3 8 10% + Same Same : 

Charge 
Name Description Range Effect Vertical MP Speed wp Rating 
Charge +1 Attack that increases the damage a weapon does 

through charging. The more you charge, the 

stronger the attack power will be. Depends on weapon. 1 = - - 100 + 
Charge +2 Slightly stronger attack than Charge +1. Depends on weapon, 1 - = - 150 ” 
Charge +3 Stronger than Charge +2, although it takes 

roughly the same amount of time to discharge. Depends on weapon. 1 - - - 200 Co 


Charge +4 This s the best of the charge skills as it gives 
E you the best balance of strength and time. 
Combined with the Short Charge support skill, 


this is your best bet. Depends on weapon. 1 250 et 
Charge +5 Stronger than Charge +4, but takes longer to 

discharge. Depends on weapon, 1 300 4 
Charge +7 Stronger attack than Charge +5, but takes 

slightly longer to discharge. Depends on weapon. 1 400 + 
Charge +10 Stronger attack than Charge +7, but 

takes a long time to discharge. Depends on weapon, 1 600 + 
Charge +20 Stronger attack than Charge +10, 

but takes a long time to discharge Depends on weapon. 1 1000 + 





Like (the Knight’s Battle+Skills, the Charge skill Seeis 
“weapon-dependentelt works well with the Archer’s bow. 
because it amplifies:the® damage ittanycause’ from along 


Mdistancet> The yproblem® with these abilities “is»that the, 





inc€ase in damage is based on the amountof time it takes 

to chargéthe attack. Charge +4 seems to be the point where™ 

HP damage < Tow this id 
are slightly but do less damage; those highet do only 

slightly more whi ype to execute. 

Pros ¥ Zz Ss 


® First JjolfClass that can attack.from.afar. 
4 Bow attacks are’both long-raniged and flexible, allowing the 
character to target enemyunits hiding behind walls, and so on. 


Cons 4 


4 Charge Skill set isn’t as powerfull as some or as, 
and efficient as others. Ss 

4 Usefulness»of, job Class wears»down ,asmore powerful 
ones become available. 7 
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Priest 


Armor: Cl 












features a wide range of both curative and protective spells. Although not a strong member of the Attack 





The Priest 

Team, when | ing a band of enemy undead, his/her Cure spells go from defensive to offensive and cay cause as much 
damage as a Black Magic spell. The White Magic skill set is a great secondary ability set, although n6¢ as reliable as the 
use of items. This is because of the way the Faith point system works. Although a character whost Faith points are high 


tends toybe more effective at casting magic, he or she also is more likely to take more damage from an offensive spell. This 
works iedling spells as well. If the caster has high Faith peipts, then the amount he/she will be able to heal is greater, 
although’ a character with lower Faith points might not benefit completely. 


Baseline Statistics 


Move Jump Speed cEV AT +l MAse HP +/- MP 4/- 
3 3 9 5% Same + : + 

White Magic 

Name Description Range Effect Vertical MP Speed wp Rating 

Cure Restores small amount of HP. 4 2 1 6 5 50 ae 

Cure2 Restores a medium amount of HP. 4 2 1 40 20 180 * 

Cure Restores more HP than Cure 2 but at a greater cost. fe) 
This is good i the character's MA strength and = 
Faith points are high. 4 2 2 16 15 400 ot = 

Cure 4 Restores a large amount of HP. 4 2 3 20 10 700 * Pa 

Raise _ Revives dead units and restores a 
half oftheir HP. Cancels: Dead. 4 1 - 10 5 180 oo 

Raise 2 Revives dead units and restores the highest amount of HP. 4 
Cancels: Dead. 4 1 - 20 10 500 + fe) 

Reraise Automatically raises units from the dead. Adds: Reraise. 3 1 = 16 18 800 + 7 

Regen Restores HP incrementally over a period of time. Ea 
‘Adds: Regen. 3 2 0 8 25 300 + = 

Protect Decreases amount of physical attack = 
damage sustained. Adds: Protect 3 2 0 6 5 70 ” 

Protect 2 Decreases amount of physical attack as 

ol 





damage sustained. Has a higher success 


vis 








ratio than Protect. Adds: Protect. 3 2 3 24 15 500 “+e i 
Shell Descreases amount of magic attack damage 

sustained. Adds: Shell. 3 2 0 6 25 70 ss 
Shell2 _Descreases amount of magic attack damage sustained. 

Has a higher success 

ratio than Shell. Adds: Shell. 3 2 3 20 15 500 + 
Wall Protects units from both physical and magic attacks. 

Adds: Protect, Shell a 1 - 24 25 380 + 
Esuna Cancels the majority of abnormal statuses. Cancels: Petrify, 

Darkness, Confusion, Silence, Berserk, Frog, Poison, 

Sleep, Don't Move, Don't Act. 3 2 2 18 34 280 Oa 
Holy Powerful White magic attack. 

Holy Elemental 5 1 - 56 7 600 Oo 

Pros 
qe eu ma o aa peas ate palltnas $ The white Magic skill set features powerful healing and 
ur ly. a actly ee ft sec 
the White Magic class has and it offers a nice amount of Protective spells ‘and makes/a great secondary acHon 
damage for the MP cost. It’s especially food against char- skill. 
acters such as Gafgarion the Dark Knight, and some of the 
Zodiac monsters, such as Queklain. Cons 
a . # Like most magician classes, the Priest has low AT 
’ y |. Strength and HP. The classisilack of offensive skills, 
€é4 ee except under certain circumstances, emphasizes this 
weakness. 


«Xf 3 # The potions used by the Chemist are quicker and more 
; » reliablejeyen though they lack the effect radius’ of } 
Cure spell. og 
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Level Three Classes (Monk, Thief, Time Mage, Oracle) 





These classes feature more specialized attacks and job skills. They're also slightlypmore powerful than p previous, job 
Classes, although-in subtler ways. 


Monk ue % é 


Requirements: Knight Level Two 
Weapons: None 

Helmet: None” 

Armor: Clothes, 





o 
With the exception of the Knight, the Monk class is one of the best offensive-line Job Classes for the middle stretch of the game. 
It’s an unlikely choice, however, because it’s limited to its fists, weapon-wise, as well as the lightest of armor and no head pro- 
tection. As a result, compared to a fully armored Knight, its HPs willseem lacking and make its ability to stand effectively in close 
proximity to the enemy suspect. 

Never fear, though. What it lacks in HP it makes up far with a boost in Speed, Agility, and Attack Power. One blow with its 
bare fists often causes more damage to the enemy than a single sword strike, because its AT strength isn’t limited by a weapon’s~ 
power. In addition, its action skills are perhaps the most versatile, ranging from deadly perimeter andidistance attacks to restora- 
tive spells. Moreover, as the Monk’s Brave points rise, so too-dees its’attack strength. This/allows it to cause greatet damage 
enemies and provide greater healing to its colleagues. 





Baseline Statistics 


Move Jump ‘Speed C-EV AT += MA +/- HP +/- MP +/- 
1 3 4 9 20% + Same ++ 

Punch Art 
Name Description Range Effect Vertical uP Speed JP Rating 
Spin Fist Character attacks surrounding enemies with 

his/her fists as he/she spins around. 1 2 0 - Now 150 # 
Repeating Fist Character punches the target repeatedly with his/her fist. 1 1 1 - Now 300 ” 
Wave Fist Character can attack an enemy from afar with 

a surge of energy. 3 a 1 - Now 300 ae 
Earth Slash ‘Aline of eneray flowing through the ground causes 


damage to enemies standing in its path. The attack 

range for this skill covers eight panels directly radiating 
from the caster in the four cardinal dections and affects 
any enemy standing in the path chosen. This isnt effective 
against enemies not in contact with the ground 


(flying or levitating). Earth Elemental 8 4 directions 2 - Now 600 ae 
Secret Fist Casts a Death Sentence on the enemy after attack. - 

Do not use against Undead creatures! 

‘Add: Death Sentence. 1 1 0 - Now + 





Stigma Magic Similar to the Esuna spel, uses sprit of Yang to 
rulity status anomalies, Cancels: Petry, Darkness, 
Confusion, Silence, Berserk, Frog, Poison, Sleep, 





Don't Move, Don't Act. 1 2 0 - Now 200 He 
Chakra: ‘A concentration of Ki restores both HP and MP to 
the caster and those surrounding him/her. 1 2 0 - Now 350 see 
Revive Resurrects a dead character, restoring his or her 
HP slightly. Cancels: Dead. 1 1 0 - Now + 
Pros 


Of all of the Monk’s action skills, make sure you purchase 
the following: Earth Slash, Chakra, and Wave Fist. Earth 
Slash and Wave Fist are important offensive skills that pro- 
vide the Monk with some flexibility on the battleground. 
They’re ranged attacks, so the Monk can use both when 
approaching and retiring from the front line, thus allowing 
him or her to give excellent and often deadly support to the 
Attack Team. Furthermore, the long attack range of Earth — Cons 

Slash makes it an excellent attack skill for: swiping outaline . # Cannot equip weapons, head protection or heavy armor. As a 


¢ Wide variety of skills from attack to restorative allows you to 
deploy the Monk in a variety of ways. 

$ Good offensive power, especially for the middle of the game, 
with good growth possibilities. Excellent job-related bonuses 
in Speed, Agility, and Attack Power. 





of enemies. result, HP level is lower than most front-line warriors. 

As a restorative spell, Chakra is one Me. the best: Not However, this Job Class can be combined with the support 
only does it provide a medium amount of healing (HP and skill Equip Armor, giving the character an extra HP and pro- 
MP) to the caster, but also to those immediately around tection boost without interfering with the job's abilities! 
him/her. Take care, though, because it doesn’t distinguish + Low Magic Attack strength negates effectiveness of magic= 
between ally and enemy! related se¢ondary action abilities. 
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erred | 
Helmet: Hat ' 


Armor: Clothes, Robe 





The Wizard is the strongest magician available, eclipsing even the Summoner in MA strength. With its skill set of purely 
offensive skills, a character of this class is a powerful member of the.Attack Team;,even though it faces reduced AT strength 
and HP growth. The Summoner may be able to cast spells with larger effect radiiy but. the Wizard's spells on the whole 
tend to be cheaper to collect and cast, and also faster. As long as you keep.it well-proteeted’and healed, this character can 
wreak mayhem on the battlefield. 


Baseline Statistics 


Move Jump Speed cEV AT le MA +! HP 4/- MP +/- 
3 3 8 5% : + - + 
Black Magic 
Name Description Range Effect Vertical MP Speed up Rating 
Fire Basic Fire Elemental attack. 4 2 1 6 Ey 50 Ht 
Fire 2 Medium-level Fire Elemental attack 4 2 2 12 20 200 4 
Fire 3 High-level Fire Elemental attack. 4 2 3 24 15 480 * 
Fire 4 Massive Fire Elemental attack. 4 3 3 8 10 850 * 
Bolt Basic Lightning Elemental attack. 4 2 1 6 % 50 sat 
Bolt 2 Medium-level Lightning Elemental attack. 4 2 2 10 20 200 ” 
Bolt 3 High-level Lightning Elemental attack, 4 2 3 24 15 480 Eo 
Bolt 4” Massive Lightning Elemental attack 4 3 3 48 10 850 + 
Ice Basic Ice Elemental attack. 4 2 1 6 5 50 # 
loe2 Medium-level Ice Elemental attack. 4 2 2 12 20 200 + 
|oe3 High-level Ice Elemental attack. 4 2 3 24 15 480 + 
Ico Massive loe Elemental attack. 4 3 3 48 10 850 + 
Poison Gradually lowers target's HP through 

poisoning, Adds: Poison. 4 2 2 6 34 150 + 
Frog Tumns target into a frog and vice versa. 

Adds: Frog. 3 1 = 12 20 500 H 
Death Kills target instantly. Adds: Dead. 4 1 = 24 10 600 + 
Flare Large firebal falls from the sky causing 

large amount of damage to the target. 5 1 - 60 15 900 aie 


+ JOB CLASSES 




















Of all of the.spells.available’to the Wizard, the most widely 
seffective'seem to be-the’Fire and Bolt spells. BecauSe these 
spells use the power of different elementals; you'll want to 
make siipyows intended target is indeed susceptible before 
casting, len purchasing skills, try to collect lewéls”one 
through three “f cach spell first before, investing in the 
fourth level: These Spells arev@@herally a waste of time, 
because the amount of aoe é they do rarely outweighs 
their MP cost and the time it takes to cast themé 
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Pros’ 

%Strong magician class that rivals the Summoner. 

Black Magic makes an excellent secondary action ability 
for most warriors, as thé"skills are.powefful without 
requiring many MP. 


Cons 
4 Low HP totals leave this character vulnerable to enemy 


attack. Can be overcome using Equip Armor ability, how- 
ever. 




































PNT CEP Ee SLs 


leapoms: Knife 
ell lat» 
rmor# Clothes 


Baseline Statistics 
Move Jump Speed = EV AT +/+, «© MA$/> HP ae 


4 4 9 25% + : 
Steal 
Name Description Range Effect 
Gil Taking Character can steal gi from the enemy target. 1 1 
Steal Heart Charms enemy unit. Is revoked when unit 


takes damage. Adds: Charm. 3 1 
Steal Helmet Steal enemy's equipped helmet. 1 1 
Steal Armor Steal enemy’s equipped armor. 1 1 
Stedl Shield Steal enemy's equipped shield. 1 1 
Steal Weapon Steal enemy's equipped weapon. 1 1 
Steal Accessory Steal enemy's equipped accessory. 1 1 
Steal Experience Steal enemy's Experience. 1 1 


. if 
Although you don’t havé to master this elass, theré-are 
enough skills you'll want to pick up to make you.think twice. 
about it. The ability to steal weapons, arm@rpand! acces- 
sofies isa must, because NPCs tend’to weat.items that are 
either rare or alevel to two above yours. 2 

\ Stealing*equipment works just like ‘breaking, except 
“you.end! Up With the»piece.in your inventory. Make it a habit 
to check out.th€ apposifion’s equipment; espeCany atethe 
\beginning ofithe Torepivotal battles. 
“in.additton to Steal abilities, the Thief*also gives’ you 
access ¢ Move +2 movement skill and hy allimpor- 












Wheh equi ped with 
fhasto killan enemy 
monster to *poa and-send it toya?fur shop. 
The own gfithese'shops ‘will-turn the pelf‘into either a 
common or Taresitem-and eRselbse to you for half-price. 


the Secret! 







a 








Requirements: Archer Level Two 





The Thief is one of those Job Classes with great skills but lousy stats. Playing as this char- 
acter will remind you (painfully) of being a novice Squire at the beginning of the game. 
The Thief class wears thé lightest armorand can.use only a knife to defend itself, making 
it seem like a liability on the battlefield, despite its ea and increased movement, radius. 
What it has in its favor, though, is its abilities. The Steal j 

useful and necessary if you want-to get those.rare items#your team so deserves. It also 
gives you atcess to the Secret Hunt support skill, absolutely necessary-to poach monster 
skins for the game’s other rare items. 


job set is one Of the game’s most 


MP +/- 





Vertical MP Speed uP Rating 
1 - Now 10 + 
= os Now 150 
1 = Now 350 
1 = Now 450 
i = Now 350 
1 - Now 600 
1 = Now 500 
1 = Now 250 
Pros 


*# Although ‘not, fijhcommendy in the real world’ there are 
some items” that you can acquire! only throwgh het and 
poaching. 

‘The ability to charmenemy*tnits using Steal Heart often’ 
evens Outtheenemy’s advantage. 

y'Steal is Onefthe beSt secondary action abilities avail- 
able to.anyJob.class. 


Tons 

Low HP and AT strength*makes this’character somewhat 
worthless in later battles-unless supported by Equip 
Armor or one of the more powerful weapon support skills. 

# Theft must be done at close range and at the same height 
level to be effective. 








150) FINAL FANTASY TACTICS #THE OFFICIAL STRATEGY GUIDE 


— ©. 





o FRO ere true 
' 


Oracle ; * 











. . ee 
PTE a. 

Weapons: Stick, Rod, Staff, Dictionary - 
Helmet: Hat . * 


Armor: Clothes, Robe 






- ¥ 
This member of the magician line has the most choice when it comes to weapons. Of them all, 
your best bet is to stay with the Stick variety. The Stick is one of two weapon types (the other 
is the Spear) with a two-panel attack radius. Using this weapon allows the{@racle to get closer 
to the front liné without incurring much damage. If you tend to stay aWay from magic) users 
because of their inactivity on the front line, consider this class. 









fl 
Baseline Statistics 
Move Jump Speed C-EV AT++ = MAs- HP 4+ MP 4l- 


gene 8 5% : + - + 


Yin Yang Magic 


















Name Description Range Effect Vertical MP Speed wp Rating 
Blind Blinding the enemy lowers its success rate at landing 
physical attacks. Adds: Darkness. 4 2 1 4 50 100 + 
Spall Absorb Absorbs the target's MP and restores the 
character's own MP. 4 1 sae 2 50 200 + 
Life Drain Absorbs target's HP and restores the character's own HP. 4 1 - 16 50 350 ” 
Pray Faith Temporarily raises the target's Faith level to 100. 
Adds: Faith. 4 1 - 6 & 400 ” 
Doubt Faith Lowers Faith level to 0. Adds: Innocent. 4 1 = 6 25 400 a 
Zombie Makes target undead and therefore unable to 
restore HP. Adds: Undead. 4 1 - 2 20 300 + 4 
; Silence Song _Silences target, making it unable to cast spells. ea 
‘Adds: Silence. 4 2 + 16 34 170 oe (e) 
a Blind Rage Enrages target causing it to attack wildly and = 
lowering its success rate. Adds: Berserk. 4 1 = 16 20 400 + nal 
Foxbird Lowers Brave level by 10 points. 4 1 - 20 B 200 
Confusion Song Makes target act unpredictably. Adds: Confusion. 4 - 20 20 400 + = 
Dispel Magic Cancels positive status effects. Cancels: Float, Reraise, af 
, Transparent, Regen, Protect, Shell, Haste, Faith, Reflect. 4 1 oe 34 34, 700 + aN 
, Paralyze Prevents target from taking action. Adds: Don't Act. 4 2 0 10 20 100 oh 
Sleep Puts target to sleep. Adds: Sleep. 4 2 1 24 17 350 + = 
Petrity Turns enemy into stone, Adds: Petrify. 4 1 = 16 12 600 + 
} ¥ , 
The Oragle’s Yin Yang Mable Action abil- Pros 
ities are all statusfanomaly-related + Yang Magic skill set is rich in spells that cause 
and, are very similar’té the Temple negative status anomalies. 


Knigbt’s| Magic Sword skills. This kind 
of is good for immobilizing 
enemytoops and draining, their HP/MP, 
It's a good idea to consider equipping 
either Sammon Magic or Black Magi¢ as 

this character’s secondary ability to’ | Exactly how useful the ability to cast.negative status 
». give him or her a greater variety of anomalies is (other than Don’t Move and Don’t Act) is 
\) offensive spells. anyone’s guess. 


Ability to equip Sticks makes this character more useful 
in hand-to-hand battle. 





Cons 





o asi 
Buy 
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PART FOUR 





pons: Staff 
lelmet: Hat 
Armor: Clothes, Robe 


Baseline Statistics 








Move Jump — Speed CeEV AT +/+ MAs- HP 4 
3 3 8 5% - + - 
Time Magic 

Name Description Range 

Haste _Increases target's speed. Adds: Haste. 3 

Haste2 Increases target's speed. Adds: Haste. 3 

Slow Decreases target's speed. Adds: Slow. 3 

Slow2 Decreases target's speed. Adds: Slow. 3 

Stop Prevents target from moving or attacking. Adds: Stop. 3 

Don't Move Prevents target from moving. Adds: Don't Move. 3 

Float Allows target to float 1 panel above ground. Adds: Float. 4 

Reflect Allows target to reflect magic spells. Adds: Reflect. 4 

Quick Increases speed of AT. 4 

Demi Decreases target's max HP by 25%. 4 

Demi2 Decreases target's max HP by 50%. 4 

Meteor Causes a huge meteor to fall from the sky on 


top ofthe target. 4 


When buying for thisYob-Class, stock up on Haste and the 
various immobilization-spells. These will allow you to 
increase your.téammates’ speed and'prevent yourénemies’ 
attacks;.both helpful-in’ the heat of battle. Another’ impor- 
tant skill to consider buying is ‘the infamous”Short Charge 
support ability. This hastens the time it takes for a charac~ 
ter to ¢asta’spell or any charged attack and is a must if'you 
wantito explore.the more powerful, but time-consuming, 


‘a 








@Réquirements: Wizard Level Two 


The Time Mage is like anyother magician except it excels at manipulating time. Although this 
is annoying in an enemy, the spells this class has/ayailable to it come in handy. The ability 
to hasten your characters actions and prevent those of the enemy can be a saving grace dur- 
ing some of the more uneven battles, Still,-you’ll want to combine this class with a more 
offensively oriented secondary action skill set to-maximize its abilities on the battlefield. 








MP +/- 

Effect Vertical MP Speed wP Rating 
2 0 8 50 100 * 
2 3 30 15 550 
2 0 8 50 80 
2 3 30 15 520 
2 0 14 15 330 
2 1 10 34 100 
2 1 8 50 200 
1 = 12 50 300 if 
1 - 24 2 800 Oa 
2 1 24 7 250 + 
2 3 50 12 550 + 
4 3 70 8 1500 + 

Pros 


#Maste, Don'tMove, and Stop spells are indispensable dur- 
ing certain Stages of the game. 

‘ The Time Mage’s Teleport movement skill is a good thing 
to saveup for. And its Short Charge support ability is’a 
must for any magic user! 

% Time Magic is a sturdy s@condary a¢tiohyskill set. 


Cons 

# Low AT strength and HP totals leave it stuck at the back 
of the Attack Team. 

# Lack of quick and powerful offensive skills make this 
character a hindrance in some battles. 
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Level Four Classes (Geomancer, Lancer, Mediator, Summoner) 


Geomancer inte 


AME SEE tls en, 
Requireménts: Monk Level Three). 3 








Weapons: Sword, Axe, Shield 
Helmet: Hat 
Armor: Clothes, Robe 






The Geomancer class uses the earth’s intrinsic magic to attack its foes. Because its magi¢ 
attacks are keyed to terrain type, you must collect quite a few of its skillssbefore its magic is 
available and reliable. Meantime, this sturdy character is also at home iff melee combat. Its use 
of Swords and Axes, combined with its AT strength bonus, makes it a good front-line fighter 
as it continues to collect JP to buy Elémental attacks. 





Baseline Statistics 


Move Jump Speed CEV AT le MA +/- HP +/- MP 4/- 
4 3 8 10% + + + + 
Elemental 
Name Description Range Effect Vertical MP Speed uP Rating 
Pita Effective on Natural Surface, Wasteland, Road. 
‘Adds: Don't Move. 5 2 0 - Now 150 * 
Water Ball Water Elemental attack effective on Waterway, River, 
Lake, Sea, Waterfall. Adds: Frog. 5 2 0 - Now 150 ” 
Hell vy Effective on Grassland, Thicket, Water Plant, vy. 
Adds: Stop. 5 2 0 = Now 150 oe lE 
Carve Mode! Effective on Gravel, Stone Floor, Stone Wall, Mud Wall, a 
Tombstone, Adds: Petty. 5 2 0 - Now 150 Co rw 
Local Quake Earth Elemental attack effective on Rocky Clif, = 
Lava Rocks. Adds: Confusion. 5 2 0 - Now 150 # [e) 
Kamaitachi Wind Elemental attack effective on Book, Tree, au 
Brick, Bridge, Furniture, Iron Plate, Moss, Coffin. ei) 
‘Adds: Don't Act 5 2 0 - Now 150 4 4 
Demon Fire Fire Elemental attack effective on Wooden Floor, na 
Rug, Box, Stars, Deck. Adds: Sleep. 5 2 0 - Now 150 % a 
Quicksand Water Elemental attack effective on Swamp, Marsh, 
Poisoned Marsh. Adds: Death Sentence. 5 2 0 - Now 150 Ho 
Sand Storm — Wind Elemental attack effective on Sand Area, a 
Stalactite, Salt. Adds: Darkness. 5 2 0 = Now 150 ca zi 
Bizzard —_Ice Elemental attack effective on Snow, Ice. Adds: Silence. 5 2 0 = Now 150 ” ra 
Gusty Wind Wind Elemental attack effective on Roof, Sky, vn 
Chimney. Adds: Slow. 5 2 0 - Now 150 ” 7 
Lava Ball Fire Elemental attack effective on Lava, Machinery, - 
Adds: Dead, 5 2 0 - Now 150 * a 
vas 
U” 
Pros NS 


It’s obyious’from the forégoing) ability descriptions that the 4/Has access,to powerful weapon types, making the 


Geomancer’s attacks-are highly reliant on the terrain the Geomancer an active part of the Attack Team. 
character is sfanding on. When choosing skills to buy, keep \ # ,«/ Spells can do high HP damage and include nasty status 
in mind the'terrain you'll most likely encounter along the , &’ anomalies. 


way. Good, all-purpose choices include Hell Ivy, ‘Carve! 
Model, and Water Ball. The Elemental skills also add status’ ' 
anomalies that can be beneficial in battle. Cons 
4 The spells’ reliance on terrain type requires you to invest 
in many spells to keep the spells available on a reliable 
basis. 











FEI 







oa 7 
a hci + 
© Requirements: hued Wwe 


Weapons: Spear, Shield 

Helmet: Helmet 

Armor: Armor, Robe 4 

The Lancer Job Class takes its action abilities from the attacks ragons, jumping up in the air to 
crush their enemies below. These attacks can-do-a-lot of dam timed correctly: Unfortunately, 
because there’s no Way to see when in the AT List the end of the’attack will occur, luck plays too 
large a role in the atfack’s success. Stillf Vancers are heart), fighters and cammake use of the Spear 
weapon type; Which has an attack raditis ef,two panels. _ } 






















tee % 
Baseline Statistics 
Move Jump Speed CEV AT +: MA4l HP +. MP +/- 
3 4 8 15% + : + : 

Jump 
Name Description Range Effect Vertical MP Speed wP Rating 
Level Jump2 Allows the character to jump two 

panels horizontally. 2 1 0 - = 150 + 
Level Jump3 Allows the character to jump three 

P panels horizontally 3 1 0 - - 300 

Level Jump4 Allows the character to jump four 

panels horizontally, 4 1 0 - - 450 ‘ 
Level Jump5 Allows the character to jump five 

panels horizontally. 5 1 0 - - 600 + 
Level Jump8 Allows the character to jump eight 

panels horizontally, 8 1 0 - - 900 # 
Vertical Jump 2 Allows the character to jump two panels vertically. 0 1 2 = - 100 + 
Vertical Jump 3 Allows the character to jump three panels vertically. 0 1 3 ~ - 200 + 
Vertical Jump 4 Allows the character to jump four panels vertically. 0 1 4 - - 300 ’ 
Vertical Jump 5 Allows the character to jump five panels vertically. 0 1 5 - - 400 + 
Vertical Jump 6 Allows the character to jump six panels vertically. 0 1 6 - - 500 + 
Vertical Jump 7 Allows the character to jump seven panels vertically. 0 1 7 - - 600 + 
Vertical Jump 8 Allows the character to jump eight panels vertically. 0 1 8 - - 900 ” 
. OT EZ 
For this Job..Classe-You'te -Well“servedsto save Port JP) Pros ¢4 
until you-can purchase*Level Jump 8 anthvel att lump 8. “9 Thidlelass: use of Heavy Armor and midranged SPeal, 
Buying, the jump radii between is redundant’ a Magte Ofte makeit/a nice alternative to the Knight class. 
JP. If youdon’t plan on committing to this field,/¢0) * Jump attacks can do a lot 6f damage. if timed well! 
applying’ those JP toward purchasing the’ Ign ight 4 * te : 


Cons 


¢ When planning a jump attack you have no access to the 
amount of time it will take to activate. 


moverent skills 


S 
O 
a 
is 
<J 
a 
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Mediator 






Atmor: Clothes, Robe 





Mediators are a talkative bunch who fight throughapersuasionjmore than with brawn. ™ 
This is good if you’re interested in adding a few monsters to your army. The Mediator’s 
Invitation skill is unique to this class and can come in very handy—especially if you're 
looking to reap the benefits of the poaching system. Some monster types, such as Uribo, 
Hyudra, and Behemoth, appear infrequently but their pelts offer gréat rewards. Inducing 
one of these into your party gives you the opportunity to breed the higher classes of that 
monster and increases your‘chance of acquiring certain items. 







id 
Baseline Statistics 
Move Jump Speed CeEV AT +e MA +/- HP +! MP 4/- 
3 3 8 5% - Same : : 
Talk Skill 
Name Description Range Effect Vertical MP Speed uP Rating 
Invitation Tums an enemy into an ally. Adds: Invitation, 3 1 3 - Now 100 ee 
Persuade Resets an enemy's CT count. 3 1 3 - Now 100 + 
Praise Raises target's Brave level by 4 points. 3 1 3 - Now 200 co 
Threaten Lowers target's Brave level by 20 points. 3 1 3 - Now 200 + 
Preach Raises target's Faith level by 4 points, 3 1 3 = Now 200 ae 
Solution Lowers target's Faith level by 20 points. 3 1 3 - Now 200 se 
Death Sentence Sentences target to death. Adds: Death Sentence, 3. 1 3 - Now 500 + 
Negotiate Receive Gil from enemy as tribute, 3 1 3 Now 100 + 
Insult Character enrages enemy target, causing it 10 
attack wildly, lowering its success rate. Adds: Berserk. 3 1 3 _ Now 300 ” 
Mimic Daravon —Droning on like Professor Daravon puts the O° 
target to sleep. Adds: Sleep. 3 1 3 - Now 300 # =a 
as 
F Pros ae 


The Mediator's skills are a cross between the Thief’s and the 
Oracle’s. To raise ,monsters for use in battle you'll need ° 
Invitation, and this is the hallmark of the Mediator. Talk into yout 
Skill also includes spells that will raise your’ character’s / 4 /Ability t 
Faith and Brave points over time. If your characters need ji 

this, you might want to have them spend some battle time’ support 
in the Mediatoris xan \\ j job. 


- 


> 





Att 






Cons™ 
ie 4 Except for Invitation, the Talk Skill abilities are lacklus- 
ter and hard,to justify in the heat of battle. 








oe 
i) 
Le 
is 





Weapons: Rod, Staff 
ae Hat 
#Armor: Clothes, Robe 


the prestige of this class. 
If you are going to invest in a 


sive and use a lot of time and MP 





Baseline Statistics 


Move Jump Speed CEV AT +h MA +/- HP +/- 
3 3 8 5% : + : 

Summon Magic 
Name Description Range Effect 
Moogle Restores a small amount of HP to allies, 4 3 
Shiva ‘Summons ice Elemental to attack enemy units. 4 3 
Ramuh Summons Lightning Elemental to attack enemy units, 4 3 
itt ‘Summons Fire Elemental to attack enemy unis. 4 3 
Titan Summons Earth Elemental to attack enemy units. 4 3 
Golem Golem shares all's damage, allowing them to evade 

physical weapon damage. - All Allies 
Carbunkle Summoned monster helps allied troops reflect 

s magic spells. Adds: Reflect. 4 3 

Bahamut Summoned monster attacks enemy with a blast of 

hot breath 4 4 
Odin ‘Summoned monster causes damage to enemy 

while riding its dragon-horse across the battlefield. 4 4 
Leviathan Water Elemental attacks enemy units with tsunami 4 4 
Salamander Summoned Fire Elemental burns battlefield with 

flaming breath. 4 3 
Sit ‘Summoned monster silences enemy units. Adds: Silence. 4 3 
Fairy ‘Summoned fairy restores HP to all's Effect is more 

powerful than Moogle. 4 3 
Lich ‘Summoned Darkness Elemental drains off 50% of 

the enemy's HP. 4 3 
Cyclops Summoned monster causes damage to enemy units 

by shaking up the battlefield. 4 3 
Zodiac Summoned monster attacks enemy units with a 

strong beam of starlight. Must be leamed from the 

Zodiac monster, Elidibs, on the 10th Level of the 

Deep Dungeon. 4 4 





ab me or Short Charge and Half 
of MP wipe the Summoner adream.céme true! As it 
is, if you spend#your IP wis@ly-anteequip the right support 
skills at the right times, you caf-turn the Summoner into an 
indispensable member of your/Attatks my Jf 

Spells to consider inelude the protective spellyGblem, 
the powerful Bahamut, and the hard-to-acquire Zodiac, The 
latter is learned from the Serpentarius monstefy Elidibs—if 
your Summoner can survive‘its ¢, damage! The trick 
to this is having someone ike Beowulf Successfully cast 
Innocent, DoubhFaith, or/Solution’on-the Sai er, lower- 
ing its Faith points and thus its _susc py magical 
damage, before it takes the brunt 1 tk. In conjunc- 
tion with the Short Chai upport ability, this spell is very 
effective in the final\battles. — 









Requirements: Time Mage Level Two 


7 


StmnMoleP stone of the game’s most powerful magicians, with access to skills boasting 
high effect radii and damage quotients. That the spells are also magnificent to watch adds to 


magician, the Summoner might be a good choice. There are 


tradeoffs for all this power ahd beauty,-however. Summon Magic spells are notoriously expen- 


to execute. And the Summoner faces the most severe HP and 


AT strength handicaps, next to the Bard, leaving this character always in need of protection. 








MP +/- 
+ 
Vertical MP Speed uP Rating 

2 8 34 110 ” 
2 24 15 200 + 
FS 24 15 200 + 
2 24 15 200 + 
2 30 8 220 

= 40 RD 500 oth 
2 30. 25 350 + 
3 60 10 1200 + 
3 50 12 900 

3 48 12 850 

2 48 12 820 + 
2. 26 20 400 + 
2 28 cy 400 Aa 
2 40 12 600 + 
2 62 12 1000 + 
3 99 10 =! + 


Pros 


With its MA strength andMP bonuses, the Summoner is 
one of the game’s strongest magicians. 

# Summon Magic spells are not only powerful, but feature 
large attack and effect radii. 


Cons 

Having one of the largest HP and AT strength handicaps 
(next to the Bard) leaves this character vulnerable on the 
battlefield and in need of protection. 

+ Summoning monsters eats up a lot of MP and time, mak- 
ing it a shame you can’t use both Short Charge and Half 
of Magic at the same time. 
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Combination Classes (Samurai, Ninja, Calculator, Dancer, Bard, Mime) 








Samurai : a 


aN 3 
Requirements: Knight Levél Three; Monk Level Four; Lancer Level Two 
Weapons: Katana ~ 
Helmet: Helmet ; 
Armor: Armor, Robe y 


The Samurai class is one of the most well-balanced on the warrior career path. It's 
also one of the most expensive! This class is well-armored and,éan perform a vari- 
ety of Draw attacks, from offensive to restorative. In this way, the Samurai is;simi- 
lar to the Monk class. However, to perform any of the cla action skills, the party 
must have at least one Katana for each spell learned within its inventory. | say more 
than one, because Katanas have a habit of breaking after attacks. Plus, you can’t use 





an equipped Katana for a Draw Out spell unless anothér remains in your inventory. This is to safeguard your character 


from being left weaponless on the battlefield. 


On the other hand, once you've filled your inventory With spare’Katanas, anyone using the Draw/Out skill set as ithe 
their primary or secondary action skill can use these weapons, The costs are worthsity as the Samurai makes*ajpowerfal 


addition to any Attack Team! 


Baseline Statistics 


Move Jump ‘Speed CEV AT +/- MA +/- HP +/- MP +/- 
3 3 8 20% + Same - 

Draw Out 

Name Description Range Effect Vertical MP Speed JP Rating 

Asura The slashing of an invisible blade causes damage 
to enemy units, 1 3 3 = Now 100 * 

Koutetsu The wailing of a ghost causes damage to the enemy. 1 3 3 = Now 180 e 

Bizen Boat The whisper ofthe Katana's sprit causes MP damage 
to the enemy. 1 3 3 aa Now 260 ‘# 

Murasame The tears of the Katana’s spit restores HP of allied units. 1 3 3 - Now 340 ae 

Heaven's Cloud Magic Katana attack causing damage to enemy units. 
Adds: Slow. 1 3 3 = Now 420 + 

Kiyomari Spirit in the Katana protects allied units, reducing 
physical and magic damage. Adds: Protect, Shell 1 3 3 a Now 500 +H 

Muramasa Ghosts from the Katana make the enemy act 
unpredictably and in some cases sentences them to death. a 
Adds: Confusion, Death Sentence. 1 3 3 _ Now 580 Saad a 

Kikuichimoji Vengeful spirit makes a beeline toward the enemy. 4 directions 8 3 = Now 660 # 4 

Masamune Katana spirit gradually restores ally's HP and increases = 
speed. Sword for attack must be stolen from Elmdor. Use 
‘Adds: Regen, Haste. 1 3 a = Now 740 He rans 

Chirjiaden Powerful Katana attack that causes a blue flame to attack 24) 
enemy units. Sword for attack must be found in aN 
the Deep Dungeon. 1 3 3 = Now 820 ae Lez 

NW, 
NN 
Pros 


Draw Out skills range injleffect from powerful” offensive 
skills such as Muramasa, favorite of the Arc Knight Elmdot, 
to restorative and protective spells such as Murasame and 
Kiyomori. The best thing about these spells is that they have 
an effect range of three panels from the caster and can dif- 
ferentiate between allied and enemy units. This allows your 
Samurai to cast a healing spell on ailing members of the 
Attack Team who are surrounded by monsters, without 
undoing any of the damage they've done. The Samurai’s 
offensive skills are also good for taking down several mon- 
sters at once. 4 z re 

Because the Samurai’s HP handicap is offset/by the HP 
bonuses heavy armor and helmets provide, you can march 
this unit into the enemy’s midst without much fear. 





4/The Draw Out skill set features a wide variety of attack 
types, from offensive to restorative. 

*» The ability to wear heavy armor makes.this class a nat- 
ural for fighting on the front line. 

4 Draw spells have a large effect radius and can distinguish 
between enemy and allied units. 


_ Cons 

4 Having to keep a lot of Katafias in your inventory makes 
this the most expensive Job Class. 

% The ability to cast,the most powerful spells of this class 

hinges on your ability to locate the rare swords they're 

based on. 


Zé 
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Requirements: Archer Level Three; Thief Level Four; Geomancer Level Two 


pons? Knife, Ninja Sword, mer 
ne 7 f 
rm) othes ~ 


The Ninja is one of FinalFantasy Tactics' most delightful Job Classes. To begin with, the Ninja 
class is fast and starts with higher-than-average movement, jump, and evade stats. These 
enable it to rush up to the front lines.of battlesit will hit you—and hopefully the enemy— 
with its next surprise—its double weapon attacks. 

The weapon of choice for this class.isthe Ninja aa as it delivers the most damage. 
Of course, in return for this attack prowess, the class suffersifforman extreme HP deficiency. 
That can be/temedied by equipping the cure-all Equip Armor ability. Besides the double 
weapon attacks (which can be integrated into other Job Classes with.the Two Swords support skill), this class ‘also features 
the Throw skill set, which allows this character to hurl shuriken, balls, and other items from a safe distancé) 


Baseline Statistics 





















Move Jump Speed CEV AT +/- MA +l. HP +/- MP 4/- 
4 4 10 30% + Same : - 
Throw 
Name Description Range Effect Vertical MP Speed rT 
Shuriken ‘Allows the character to throw Shuriken. = - - - Now 50 
Ball Allows the character to throw an Elemental Ball, - - - - Now 70 
Knife Allows the character to throw Knives. = = - - Now 100 
‘Sword ‘Alows the character to throw Swords. - - - ~ Now 100 + 
Hammer Allows the character to throw Hammers. - - - - Now 100 + 
Katana Allows the character to throw Katanas, - = - - Now 100 + 
Ninja Sword Allows the character to throw Ninja Swords. = - - = Now 100 + 
Axe Allows the character to throw Axes, = - - - Now 120 ‘ 
Spear Allows the character to throw Spears. - - = - Now 100 + 
Stick Allows the character to throw Sticks, = - - = Now 100 + 
Knight Sword Allows the character to throw Knight Swords. = - - = Now 100 + 
Dictionary Allows the character to throw a Dictionary. - - - - Now 100 + 
weet: = ei $Y 
The most importang-SkillS inthis eee And © Pros iZ ow Jf 
Ball skills'and thé TworSwvords support ability. Your€an pur-, “y High speed”and movement ratings along with double 
chaSe the restias you see fit. The ability torthrow items ele- nvattacks make this character a powerhouse on the 
vates this§action skill set’ into the limelight as/a good,seo-” Id! a 
ondaryfattael skill for the AT strength impaired: Shuriken do Two Swords support ability is'a mgfst-have for any war= 
50 tof00 HPrefidamage and have ailarge attack rahge. rior 
If you" ing*thé abil tyto throw —_ Throw skill set is a good choice as an" offensive sec- 
ey ry 
other weapons; fi 4 thrown Weapon do ondary action ability for almost any Job Class. 
enough damage 10 offsenits resale valué/at.a’ shop. Besides, 


one slip 6f thecontrofler and you-might end-tfp tossing that 
Knight Sword yeti sought for'so- hard Cons 
* Low HP totals put the character at risk on the front line. 
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Calculator 


Armor: Clothes, Robe 






The Calculator is a strange Job Class. It uses a variety of parameters and the spells Jearned in Priest, 
Wizard, Time Mage, and Oracle classes to numerically calculate and determine itgdargets. These cal- 
culations, depending on the object and multiple chosen, can effect either a large’Group of units opnone. 
Keep in mind, however, that magic doesn’t discriminate between enemy and ally, and neither does the 





Calculator. Ve 
asd. 
Baseline Statistics 
Move Jump Speed «= C-EV- AT +/+ «= MAH! © HP +> MP al 
3 3 4 5% - : : Same 
vy Math Skill 
Name Description Range Effect Vertical MP Speed uP Rating 
ct Caloulate CT. - - ~ - 250 oe 
Level Calculate level. - - - - 350 ae 
Exp Caloulate Exp. - - - - - 200 He 
Height Caloulate height. - - - - - 250 ao 
Prime Number Guides selected calculations by 
prime number (any number divisible 
only by 1 or itself). = - - - - 300 ae 
5 Guides selected calculations by multiples of 5. — - - - - 200 ae 
4 Guides selected calculations by multiples of 4. — - - - - 400 a 
3 Guides selected calculations by muttiples of 3. — - - - - 600 Co 





, 










This Job Class is basically worthless unless you purchase all p 
the Math Skill abilities! At the very least you'll need to pur- * cuted immediately and without 
chase one object of calculation (CT, Level, Experience or + ; ! 
Height) and one of the multiples (Prime Number, 5, 4, 3) to 
perform a grude}calculation. ‘Ghe Calculator’s skill works! 


fis apd ani 


i 
: 
. 
| 
; 






this way: You choose a spelhfrom your rep 
object to-calcylate fre 2 and a multip] example, + 
choosing, Bolts as your spell, CT as\the object, and 3 as the ip'totels. 

multiplej¢auses you to ay a Bolt 3 spell against every unit 4 Calculated magic ignores unit allegiance and casts spells 
on the Board whose iar, ti is a multiple of three. on both allies and enemies. 

There ate pros Aa, ti pertrming magic thi, way, ¢-Requires a lot of time and patience to build JP levels to 

; as you can Inia e3, Wicd he’ calculations don’ tekempt _/ the point where you can buy an effective amount of Math 
allied units, aor you cast can and will affect all the, / , / sill abilities. Also, an extensive library of spells should 

calculated targets regardless of allegiance. ‘On the Positive / / ‘ already be at the character’s disposal before embarking, 

side, when you do find a calculation that works, the spell is | dn this career. ( 


sonto buy those slow UO maar s upper-level spells. 


‘ gees? hy 
: Buy 7 ha ‘ 
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executed immediately,and without MP cost. At last! A rea-/ 











rv 
V7 i we Requirements: Geomancer Level Four; Langer Level Four 
“Weapons: Knife, Cloth 
Helmet: Hat 
Armor: Clothes 


=) Your reward for training a female unit inthe ways of the warrior is access to the Dancer Job Class. This 
class is noted for its ability to cast spells that effect all enemy units on the battlefield. This sounds great 
in theory, but the result is a little disappointing. Spells: that cause HP/MP damagedo very little, indeed, 
and work randomly. When you factor in the Dancer's severe HP handiéap,"you can’t help but wonder 
why you fought so hard for this privileged Job Class. Well, the fewards (and there are-rewards) are found 
in the class’s reaction abilities, which help ease the handicap your female warriors toilwinder. 


Baseline Statistics 


Move Jump Speed CEV AT +l MA +l HP 4/- MP +/- 

3 3 8 5% + + - - 
Dance 
Name Description Range Effect Vertical MP Speed uP. Rating 
Witch Hunt Causes MP damage to all enemy units on the battlefield. 1 All Enemies ~ - 7 100 + 
Wiznaibus ‘Causes HP damage to all enemy units on the battlefield. 1 All Enemies - = 7 100 + 
Slow Dance Lowers enemy's Speed level. 1 All enemies - - 13 100 ee 
Polka Polka Lowers enemy's physical attack power. 1 All Enemies ~ - 13 100 co 
Distlusion Lowers enemy's magic attack power. 1 All Enemies - - 10 100 + 


Nameless Dance Dance causes various abnormal statuses to all enemy 
units on the field. Adds: Darkness, Confusion, Silence, 





Frog, Poison, Slow, Stop, Sleep. 1 All Enemies - = 10 100 nt 
Last Dance Lowers enemy's CT count to zero. 1 All Enemies - - 5 100 ” 
i j 
When choosing action abilities from this class, your best Pros , Abn 
bet is to:stick with the ones that cause reductions in speed + Spells affect all cy units on the board.and, arefun to 
and,attack power and cause*negative status anomalies/All Watch. * 


three are guarariteed»to be troublesome even when they 4 Although..the action abilities arén’t that great, the 
don:waffect all thevenemy troops. When you first cast aygyDancer’s redetion skills are good purchases for your 
Danee spell,.the Dancer Will’go into"auto=niode and contin= female soldiersv 

Sue performing¢atthe~appropriate CT.intervals until you / 

chafige her attack during her next AT. 





“Tons 
4 Low HP totals force thi§ Charactef tolretreat 6’ safety: 
Fortunately, her attacks aren’t hindered by attack/effect 
radii! 


PART FOUR 
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hee keep him out of harm's way. 


Baseline Statistics 


Move Jump ‘Speed ceV AT +h MA +! 
3 3 8 5% - + 

Sing 

Name Deseription Range 

‘Angel Song Restores MP to all allied units on the field. 0 

Lite Song Restores a small amount of HP to all ald units on the field. 0 

Cheer Song Raises the Speed level ofall allied units. 0 

Batle Song _Raises the physical attack power of al ali units. 0 

Magic song _—_—Ralses the magic attack power ofall alied units. 0 


Nameless Song Song causes various postive status effects 


‘Adds: Reraise, Regen, Protect, Shell, Haste. 0 
” Last Song Raises ally's CT count to 100. 0 
3 
Sey & ry ne 
’ ey 
Tt y 





Fad 





cheer Sone and Battle Song are the best spells ) the Bard can 
use on the battlefield, as they can raise all your characters’ 
AT strength and Speed. If you’re using a/more magically 
inclined group, the skill Magic Song may be more attuned to 
your néeds. Anothér good skill to consider is Nameless 
Song, which casts random positive’ status anomalies on 
your Attack Team. 

Keep in mindjwhen you cast these spells that the Bard 
will go into auto~ mode and cast them wheneyer the CT 
gauge permits. During his next ‘AT. you can chovse to end his 
performance oy’ let him continue to entertafpyour ‘troops. 





The Bard’s attack skills are similar to the Dancer’s except they affect all allied uni 
> of the enemies. The effect is very cool to watch, but most of the Sing skills are pretty yveak and worthless, 
making the best thing this Job Class offers the ability to earn the movement skillMove +3. Should you 
decide this is a worthy goal, try to beef up thet Bard’s HP deficit with the Equip Armor support skill and 


HP 4/- MP +/- 
Effect Vertical MP Speed UP Rating 
All allies = - 7 400 + 
All Allies - - 7 100 « 
Allalies - - 13 100 ae 
All Allies - - 13 100 He 
All Allies - - 10 100 + 
Al Allies - - 10 100 # 
Al Allies - - 5 100 + 
Pros 


$ Spells affect all alliéd v 


to watch. D> 
% Move +3 isa reduimy pt ability fo have at your dis- 
posal. 
¥ Cons s 
J flow YP totals Make this character very susceptible to 








on the board instead 























in the battlefield and are fun 
y 


enethy/attacks/and necessitate he be kept far from the 
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_oMime (Mimic) 
, 7 
i waked Squire Level Eight; Chemist Level Eight; Geomancer Level Four; Lancer 
Level Four; Mediator Level Four; Summoner Level Four 
Weapons: None 
Helmet: None \ 
Armor: None 


The Mime character is your reward for fully training almember of Your, army, This class 
is unusual for more than one reason. First, the MimewWeats no armor and bears no 
weapon. It has no Job:Class and can’t equip secondary abilities. Whatit has that no other 
class has-is the ability to mimic the other characters’ actions. Ifa ¢haraeter on your 
Attack Team uses an X-Potiony it will too. If a Ninja attacks the enemy unibin front of it, 
the Mime will follow suit. ; 

_ And therein lies the problem with this class. You have tobe very careful where you place this unit on the battlefield 
and how you thenattack with your other team members. If you attack-an enemy one panel.in front of you, the Mime will 
attack one panel in front of it. This works well’ if there’sgan/enemy standing in that spot, but not if the panel is empty or 
filled with an allied unit. Used with care, discretion, and creativity, the’ Mime will show off its extreme power and/Strength. 


If you aren’t careful, however, its power will go to waste. \ ; 


Baseline Statistics , 


Move” Jump Speed CEV AT +l MA+/- HP +/- MP 4/- 
4 4 10 5% + + + F 





Y . % 
‘ ; ae 
Special Classes for Special People i 
wg ; A Mi yr! DP 3 
~All the human NPCs who join your army/as a guést or member have special ) Classes'that are both unigile ara familiar, 
Each class is based on the Squire class and shares the same reaction, stipport, and’movement skills~aSwell"¥s position.in ' 
‘the job hierarchy. Its action abilities, however, af unique to its JobClass and-reflect tHe character's position.in, me. 
Furthermore, @ach of these NPC classes contains-bonuses thatymake it difficult, fogtationaliZe%aining a character in the” yO 
egular Job’ Classes! 5 ¢ oI “ f 5s 
eae z 
NOT€ 


Several NPCs who join your party aren’t human and don’t fall under the usual job Class rules. 
‘These characters (Reis the Holy Dragon, Worker 8, and the Byblos from the Deep Dungeon) are </ 
treated in the game as crosses between allied monsters and normal characters. When they arrive , . ‘ 
In your party, they'll already have mastered their respective classes and you'll be unable to make & “ys 
changes to their ability settings, as with your monster units. However, in battle you can control 
them and choose between normal physical attacks and theit unique action skills, as you would 
with your human characters, 























ie i; Lar % y 
Playabl NPES & Raniza 
4 > 
Squite (Ramza),, _ — ff f 
Weapons? Knife, SWord, Knight Swof@, Hammer, Shield 
f Helmets: Helmet; Hat 4 
; Armor: Clothes, Armor 7 


yas the a our story, Ramza has a few extra abilities that make him standout from the rest of the Squire 

“class. To begin with,-his aétio’ ilities (now called’“Guts” instead of “Basic Skills”) include not only the 

‘usual Squire skills, buta i appropriate for his leadership role. His ability to equip a variety of 

weapons’and armor types allows him tremendous flexibility when choosing equipment, because he can 

mix the\}iPYbonuses of heavy armor with some of the speed and strength attributes of the other equipment 

classesy The oost he receives in HP, speed, and AT strength combine with the rest to make this the pre- 
it Job 


emini Class for him, especially during Chapter Four. 
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Baseline Statistics 
Move Jump Speed = CV. AT #/- MAs- — HP+) | MPa 
4 3 10 10% + + + + 

Name Description Range Effect Vertical MP Speed 
Yell Raises speed by 1 point 3 1 - - Now 
Wish Character offers his own HP to the target, 

doubling the target's HP. 1 1 3 = Now 
Cheer Up _Raises Brave level by 5 points. Avaitable in 

Chapter Two. - - - = 
Scream Raises character's own Brave level, Speed level, 

Physical and Magic attack powers, Available in 

Chapter Four. 0 - - 
Utima Powerful magic attack that must be learned from 

either the assassins, Celia and Lede, or an Ultima 

Demon when cast on the character. This is possible 

‘only during Chapter Four. 4 2 1 10 20 


wv = Ferre easvuw ”™ 32s] > eS 
. “St > s % 
Guts 


Another character who makes use of the Guts action skills Delitayin Chapter Onge #44 


bv fii olyssnight (Agrias) Pe 


Weapons: Sword, Knight Sword, Bag, Shield 
Helmet: Helmet, Ribbon j 
Armor: Armor, Robe 

















fu / 
‘Agrias joins your party, fifst as ayguest and then as a full-time member. shé's 6 
characters you'll havé at your, disposal during ‘Chapters Two and Three, so take’g 
her baseline statistics don’t improve fhuch on the average, her AT stren 
most female,Chard¢ters and heWHoly Sword/attacks tend to be more po} 
at the time: Nov/only do these/sword spells do a lot of HP damage to 
tinue to upgrade to more powerful swords), they can also add neg s anomalies such as Stop, 
Death Sentence, and Silence. Furthermore, these attacks have ad ge) allowing Agrias to support 
the attack team while not putting herself at risk on the fro: ad Polite powertof her Holy Sword 


P base is higher than 
than most of your party’s 
nits (especially as you con- 


















K. skills, you might want to invest in the Knight's supportsabi ity, d, so you can set them as her 
a Secogidary action skill when training her in a class thatdogsi e of a sword. 
f Baseline Statistics 
Move Jump Speed CEV AT +/+ MA +/- HP +/- MP +/- 
3 3 8 25% + + + + 


Holy Sword (Requires Sword or Knight Sword to execute) 







Name Description Range Effect Vertical MP Speed wp Rating 
Stasis Sword Basic Holy Elemental Sword attack. Adds: Stop. 2 2 o - Now 100 “Ht 
Spit Punch Holy Elemental Sword attack, Adds: Death Sentence. 3 1 2 - Now 400 + 
Crush Punch Holy Elemental Sword attack. Adds: Dead. 3 1 1 - Now 500 + 
Lightning Stab Powerful Lightning Elemental Sword attack. Adds: Silence. 3 2 1 - Now 700 at 
Holy Explosion Powerful Holy Elemental Sword attack with a long 

effect radius. Adds: Confusion. 5 5 2 - Now 800 “ 





Other users of the Holy Sword skills include Delita (Chaptets TWo and Four) and Wiegraf, the White kiight. 


7 e/ 
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Engineer (Mustadio) 


. 2 ' Weapons: Gun 
7 Ve et: Hat hy 
© Armor:'Clothes . 


Mustadio may seem weak when you first pick him up, but don’t be misled by his stats. His Snipe skills, which 
allow him to immobilize enemy units, make him a very useful member of the attack team. Furthermore, this 
ability class is unlimited by any weapon cla8s, so. Mustadio:canyequip any weapon and still use these skills. 
You can train him to be almost anything, but if you prefer to keep a gun injhis hand, Mustadio makes.a great 
Chemist. The Item action abilities are a nice contrast to the power and range ofthis gun-based Sniping attacks. 















Baseline Statistics 








Move Jump Speed cEV AT +/- MAs HP +: MP +/- 

3 4 10 18% : = + “ 
Snipe 
Name Description Range Effect Vertical MP Speed JP Rating 
Leg Aim Prevents target from moving. Adds: Don't Move. Depends on weapon, 0 - - Now 200 sae 
Arm Aim Prevents target from attacking, Adds: Don't Act. Depends on weapon. 0 - - Now 300 ae 
Seal Evil Tums target into stone. Adds: Petry, Depends on weapon, 0 = - Now 200 ” 
Other NPC Engineers include Balk. 
Heaven and Hell Knights (Rafa and Malak) 
Weapons: Staff, Stick, Bag (Rafa only) 
Helmet: Hat, Ribbon (Rafa only) 
Armor: Clothes, Robe Te 7 





Le jh 
As the last practitioners of a dying race, Rafajand Malak are a conttadictory feam. Such are the powers. of the-Heaven and 
Hell Knight. From their Brave and Faith points to the’effects of their powers, almost every aspect these.two are @Xact 
opposites. Although not.the-strongest fighters im»youfrsretinue, #heir magic is quitelpowerfiil, emitting random bursts of 
energy within'the spell’s effect radius. When a spelliof theirs targets amhenemy unit Successfully, it éan hit with up to six 
bursts“of elémentalebased explosions guaranteed to causesmpré than a Pisicinsee "Of course, when the spell strikes 


every other, pariel,but.tlfe efemy’s f 











Baseline Statistics, Rafa 


Move Jump Speed C-EV AT +/- MA +/- HP +/- MP +/- 
3 3 10 10% - + : 





Baseline Statistics, Malak 


Move ump — Speed CEV AT +l MA 4/- HP +/- MP +/- 
4 3 9 8% + - + + 

Truth 
Name Description Range Effect Vertical MP Speed wP Rating 
Heaven Thunder Lightning magic randomly attacks 

targets within effect range, 4 2 3 - 34 0 Oo 
Asura Fire magic randomly attacks targets 

within effect range, 4 2 3 - 5 200 # 
Diamond Sword Wind magic randomly attacks targets 

within effect range. 4 2 3 = 20 300 + 
Hydragon Pit Water magic randomly attacks targets 

within effect range. 4 2 3 - 7 400 + 


Space Storage Magic randomly attacks targets within 
effect range causing various abnormal 
statuses. Adds: Darkness, Confusion, 





Silence, Frog, Poison, Slow, Sleep. 4 2 3 = 20 500 
Sky Demon Earth magic randomly attacks targets 
within effect range. 4 2 3 - 15 600 + 
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Untruth 
Name Description Range Effect Vertical MP Speed uP 
Heaven Bolt Back Lightning magic randomly attacks 

targets within effect range. 4 2 3 - 4 0 
‘Asura Back Fire magic randomly attacks targets 

within effect range. 4 2 3 ~ 25 200 
Diamond Sword Back — Wind magic randomly attacks 

targets within effect range. 4 2 3 20 300 
Dragon Pit Back Water magic randomly attacks 

targets within effect range. 4 2 a - 7 400 
Space Storage Back Magic randomly attacks targets 

within effect range causing various 

abnormal statuses. Adds: Darkness, 

Confusion, Silence, Frog, Poison, 

Slow, Sleep. 4 2 3 = 20 500 
‘Sky Demon Back Earth magic randomly attacks 

targets within effect range. 4 2 3 - 15 600 
Divine Knight (Meliadoul) t 
Weapons: Sword, Knight Sword, Crossbow, Spear, Bag, Shield 5 4f'/y 
Hel Helmet J s 

ON apo, Clothes, Robe f iy 


Although you originally meet her on opposing sides of the battlefield, Meliadoul eventually comes around to y 
adds her strengths to the party. Meliadoul is one of thre¢ Divine/Knights you'll meet as you progress through 
Using her in an Attack Team guarantees you a good idea of how they work and the tactics you'll need) te feat ie 

At the base of their power is the action skill sét Mighty/Sword, comprising four sword spells that cific pieces 


Of enemy armament These spells cause trem@ndous HP damage with the bonus of breaking the i tatget. From 













, among licry Punch is one of the Best; it/seeks the target's weapon-and renders it unusable? oi = 
is the most effective Way of'disarming enémy Divine Knights of other enemy J asses whose action abil- S 
gir weapons. However, although thes@fattacks afegreat when used against foes equipped with the [e) 
uipment, they're useléss against monstefsiand humans lacking the sought-aft y attention to the suc- = 
cess ratio when placing one of these attacks! S 
Baseline Statistics ae 
aN 
Move Jump Speed CEV AT le MA 4: HP +/- oe 
4 3 9 12% + : + = 
Mighty Sword (Requires a Sword or Knight Sword to execute) ie 
Name Description Range Effect Vertical MP a 
‘Shellbust Stab Does HP damage and destroys an 
target's armor. 3 1 - ee 
Blastar Punch Does HP damage and destroys 
target's helmet. 3 1 - = 
Helicry Punch Does HP damage and destroys 
target's weapon, 3 1 = - Now 500 et 
Icewol Bite Does HP damage and destroys 
target's accessory. 3 1 = = Now 800 ” 


Other Divine Knights include Vormay and his henchman, Rofel/ 

py! ef dd 
asi Hs ‘ 
* oe 
Buy, 
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Holy Swordsman (Orlandu, a.k.a. T.G. Cid) 


- ‘Weapons: bee ‘Sword, Knight “a Shield 
; Hel Haj 7 ¥ 
r: Armor, Clothes, iteve a. 


The day the famous Thunder God Cid joins your party is one to celebrate. This veteran warrior has maxed- 
out stats in most fields and comes equipped with the strongest armor available and one of the rarest 
swords. Although it may’Seem like a gdod idea to. move hissExcalibur Sword over to Ramza, its Haste 
attribute is highly compatible with Orlandu's ability to inflict grievous. bodily harm on almost every type 
of enemy, Not only does this Knight sword pack a wallop;-but it also swhis AT turnCome around faster 
with each passing round—a bonus during some of the latter battles! a 

If Excalibur weren't enough, Orlandu Is a practitioner‘ofiall of the major sward spells (Holy, Darks, and Mighty Sword) 
and @xecutes them to amazing effect. A Stasis Sword attack; Which inflicts 150 HP of damage}when. perfornted by Agrias, 
will'do twice the damage in,Orlandu’s,capable-hands. Make Ksipiorty to buy the Gained JP Up supportlskill so you'll 
have’an easier time gathering the JP you need t@ pick up his remaihing sword skills! 

. Pur 





Baseline Statistics E 
Move Jump Speed C-EV AT +/- MAs- HPs MP a/- 
4 3 10 20% + + + + 


All Swordskill (Requires a Sword or Knight Sword to execute) 
















Name Description Range Effect Vertical MP Speed JP Rating 
Stasis Sword Basic Holy Elemental Sword attack. Adds: Stop. 2 2 0 = Now 100 He 
Split Punch Holy Elemental Sword attack. Adds: Death Sentence. 3 1 2 - Now 400 + 
Crush Punch Holy Elemental Sword attack. Adds: Dead. 3 1 1 - Now 500 + 
Lightning Stab Powerful Lightning Elemental Sword attack. Adds: Silence, 3 2 1 - Now 700 te 
Holy Explosion Powerful Holy Elemental Sword attack with along 
effect rads. Adds: Confusion, 5 5 2 = Now 800 a 
Shellust Stab Sword spel that does HP damage and destroys 
target's armor. 3 1 = = Now 200 # 
Blastar Punch Sword spell that does HP damage and destroys 
target's helmet. 3 1 = Now 400 + 
Helly Punch Sword spell that does HP damage and destroys 
target's weapon. 3 1 - - Now 500 ete 
leewolf Bite Sword spell that does HP damage and destroys t 
argets accessory. 3 1 - - Now 800 ro 
Dark Sword Darkness Elemental Sword spell that absorbs targets MP, 3. 1 = = Now 500 # 
Night Sword Darkness Elemental Sword spell that absorbs targets HP. 3 1 - - Now 100 atte 
ae. ~Tf , y 
S m Y cg 
eae Templélinight (Beowulf) 7 y . . 
y &: Si? Pa 
i Weapons: k Sword, Knight Swart, Stel 
pig Helmet Helinet Jy» ah - 
qo Armor: rin or, Rob bie df: 


“4 i ‘ 

Beowulf ah arty ‘at the-beginning BAe cs for Cloud when you go off to battle the brigands in the Goland Coal 

City. He’s almest as: power! 's Orlandu and makes a great addition to the Attack Team. His physical attack strength is 
high; and his Magic Sword abilities come in handy for their variety,of draining and immobilization spells. 

Make sure you have Baer hand or saveenough MP to perform an Aspel MP drain attack before he runs out 

of MP, ohyou'll firid yourself bereft is skills. Beoyillf is especially handy, in the Deep Dungeon, where his ability to per- 

form Sleép and Don’t Act spells,Buys your party a fe to treasure-hunband search for those hidden doorways! / 
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Baseline Statistics 
Move Jump Speed ceV AT le MA +/- HP 4/- MP 4/- 
4 3 9 14% + + i & 


Magic Sword (Requires a Sword or Knight Sword to execute) 


Name Description Range Effect Vertical MP Speed uP Rating 
Blind Lowers target's success rate with physical attacks. 

















‘Adds: Darkness. 4 1 - 6 Now 50 + 
Aspel Absorbs target's MP and restores own. 4 1 — 2 Now 100 + 
Drain Absorbs target's HP and restores own. 4 t ee 12 Now 180 et 
Faith ‘Temporarily raises Faith level to 100, Adds: Faith, 4 1 = 10 Now 200 + 
Innocent Lowers Faith level to 0. Adds: Innocent. 4 1 = 10 Now 200 + 
Zombie Prevents target from restoring HP. Adds: Undead. 4 1 - 14 Now 150 + 
Silence Prevents target from casting magic. Adds: Silence. 4 1 = 16 Now 90 ry 
Berserk Causes target to attack wildly, lowering its success rate. 

‘Adds: Berserk. 4 1 =_ 16 Now 200 + 
Chicken Lowers Brave level by 50 points. 4 1 = 2 Now 500 every 
Confuse Causes target to act unpredictably. Adds: Confusion. 4 1 = 14 Now 200 + 
Despair Cancels target's positive status effects. Cancels: Float, 

Reraise, Transparent, Regen, Protect, Shell, Haste, 

Faith, Reflect. 4 1 - 20 Now 300 + 
Don't Act Prevents target from attacking, Adds: Don't Act. 4 1 - 14 Now 50 Ht 
Sleep Causes target to be inactive. This is great for characters 

‘who are immune to Don't Act. Adds: Sleep. 4 1 = 20 Now 170 ott 
Break ‘Tums target into stone. Adds: Petrify. 4 u — 24 Now 300 oe 
Shock! ‘The more damage you receive, the more damage 

‘you can inflict on target. 8 1 aa 20 Now 600 

S 
; jf 
Holy Dragon (Refs) 1, , A 
ZF alt i - 
ei: our party at the end’Of thé Goland Coakcity battles when ygu rescue it fro ches of an evil Archaic 


it offers (there are benefits 
ttacks and tail counter can 


arently, it and Bedwulfare good frighds, and you'll want to have it join 
jater!). It'S a good team memiberjn battles tha} don’t involve’ passage through water. | 
be deadly, 
Keep in mind, however, that when it joins your party it has already mastere 


new ones. Za 


Baseline Statistics i 


and you'll be unable to set | 


Move Jump Speed cEV AT +h MAsl HP 4 MP 4/- 


5 3 9 5% + + + 
Breath 
Name Description Range Effect Vertical MP Speed uP Re 
lee Bracelet ‘Attack with arctic breath, 2 1 - = Now 0 
Fire Bracelet ‘Attack with fire breath. 2 1 - - Now 0 
Thunder Bracelet Attack with lightning breath. 2 1 - - Now 0 





Steel cana 9 gees f yas i A 


The Steel Giant, Worker's, ns our ey after you resuftectits machinery using the Aquarius Stone. I's a powerful phot 
0 attacks enemies with janical brawn. However, each attack from its Work skill set causes it to lose a small 
jount of HP. When it join: ne see it’s already eS as ska sets and is permanently afflicted with the Innocent 


status anomaly. ‘ ot ee é 











3 she 








Baseline Statistics 


Move Jump Speed CEV AT +/- MA +l HP + MP «/- 

3 3 8 % + : + a 
Work 
Name Description Range Effect Vertical MP Speed uP Rating 
Destroy ‘Aims to destroy its target. 1 1 2 = Now 0 cod 
Compress Aims to compress its target. Adds: Dead 1 1 2 = Now 0 Co 
Dispose Disposes of all enemies at once within effect range. 8 1 - - Now 0 He 
Crush ‘Aims to crush its target. 1 1 0 - Now 0 a 


Another character who uses the Work skills set is Worker 7 New, who you'll run into at Nélveska Temple. 


wor 8s DSK sat no 


aly Innocent and has mastered all job abili- 
ties when found. 


Dragoner (Reis) 


Weapons: Bag 
Helmet: Ribbon 
Armor: None 
At the end of the battle at Nelveska Temple, the bond between Beowulf and Reis,is explained when. the Cancer Stone recov- 
ered after beating Worker 7 New brifigs about @remarkable transformations 

Reis, now revealed to be a stunning Dragoner, again joins your party with new skills expanding her range of power- 
ful Breath attacks: While she can’t use’ equipment other than the special items,allotted to female units (Bags and Ribbons), 
she’s still quite strong, with a higher-thaprauaigee HP bonus and AT strength. 

Reis’ abilities ate especially useful if you're interésted’in raising a phalafix of allied Dragons//, 





Baseline Statistics 


Move — Jump Speed CeEV AT 4 MA4/- HP 4/- MP 4/- 
3 3 1 % + + + + 
Dragon 
Name Description Range Effect Vertical MP Speed up Rating 
Ice Bracelet Attack with arctic breath 2 1 - = Now 0 oH 
Fire Bracelet Attack with fre breath. 2 1 - - Now 0 He 
Thunder Bracelet Attack with lightning breath. 2 1 = = Now 0 a 
Dragon Tame Charms enemy Dragon into joining party. 

‘Adds: Invitation. 2 4 enemy 2 = Now 300 “ 
Dragon Care Restores ally Dragon's HP and Status by 

offering own HP. Cancels: Darkness, Confusion, 

Silence, Oil, Berserk, Frog, Poison, Stop Sleep, 

Don't Move, Don't Act. 2 1 2 - Now 300 + 
Dragon PowerUp Raises ally Dragon's Brave, Speed, physical and 

magic attack power. 2 1 2 - Now 400 * 
Dragon LevelUp Raises ally Dragon's CT, allowing attack to 

occur sooner. 2 1 2 - Now 400 + 
Holy Bracelet Holy breath randomly attacks targets within 

effect range. 4 3 3 - Now 900 a 





168) FINAL FANTASY TACTICS #THE OFFICIAL STRATEGY GUIDE 


- 











PROT PPE CAPO we Le. 











journey in Chapter Four that takes you all over Ivalice (especially the area ‘around Zeltennia Castle and Goug. 
you'll be able persuade the legendary hero from Final Fantasy VII, Cloud Strife, to join your party. For you | 
if there this will be a climactic moment, allowing you to relive memories of that et After all, the | 
eet up With in FET is a carbon copy of the FFVII hero, from the tips of his spiky hair tojthe devastating attacks 
is hidden Materia Blade. These Limit attacks have been stripped from the pages of FFVII and translated to 
iat for your viewing pleasure. WwW 3 
e downside to this event, though, is that you must-train Cloud from Level one—a difficult feat so late in the fourth 
chapter, when your other characters should be at Level 60 or higher. This undertaking is for die-hard fans only!!! 


Baseline Statistics 


Move Jump Speed CEV  AT+/ = MAS HP 4) MP 4 
3 3 9 20% + + + 8 


Limit (Requires Materia Blade to execute) 


Name Description Range Effect Vertical MP Speed wp. Rating 
Braver Samuraistyle sword attack. 2 1 = = 34 150 * 
Cross-slash Cuts enemies within effect radius four times. 2 2 0 = Ey 200 et 
Blade Beam Similar to Shock!—the greater your damage, 

the more damage you can inflict, 2 1 - - 20 250 + 
Ciimhazzard The greater the target's damage, the more 

damage you can inflict. 2 1 = = 15 450 + 
Meteorain Attack causes a meteor to fall on targets. 3 3 0 - 10 560 eae 
Finish Touch Causes different status anomalies. 

‘Adds: Dead, Petry, Stop. 3 2 0 - 20 670 ht 
Omnislash The ultimate limit sil, 3 3 0 - 7 300 ’ 
Cherry Blossom The most powerul limit skill 3 3 0 - 5 1200 4 







Byblos J 


Deep Dungeon. While its purpose for 


This strangey Apanda-like character joins your party during, 
skills and powerful attacks make it help~ 


doing so is/unkriown, it makesya nice addition to your par 
ful in random 
S 


oe) AA JHiLi a 


Baseline Statistics 





Move Jump Speed  CEV AT++ «= MAS/ HP 4) MP a 
3 6 9 33% + + + + 
Byblos 
Name Description Range Effect Vertical MP Speed wP Rating ‘i 
Energy Character recovers twice as much HP as its own, 4 1 - - Now = Co 
Parasite ‘Surge of negative power causes a variety of £ 
status anomalies. Adds: Petrty, Darkness, 
Confusion, Silence, Oil, Frog, Poison, Sleep. 4 1 - - Now = + 
Shock ‘The more damage an enemy has sustained, . 2 
the more powerful the attack. 5 1 3 = Now = Co a 
Difference The enemy's MP total becomes the amount of 
damage given to the enemy. 5 1 3 - Now - + 
ln LE TPS 
“ 
FINAL FANT 
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Reaction, Support, and Movement Abilities 


These abilities, while representative of the Job Classes'from which they ofiginate, can be set regardless of which job your 
character is currently training in, list them separately from the Job Classes to emphasize this independence and allow 
“you to compare and contra: e reaction, support, and moyément abilities together. 

sing’skills, your JP are‘better spent on these types of abilities than on action skills in 
poche which you don’tp! Our characters. Furthermore, certain reactionysupport and movement abil- 
ities are must-haves in certain situations and liabilities in others. When entering a battle, try to consider not only the dif- 
ferent combinations of action ab s available to you, but also how to make the most strategic use of the reaction, sup- 
port, and movement skills at your-disposal. \ 















Reaction Abilities ; : “ea \ Pas 
v 





The Job Classes of Final Fantasy Tactics offer a wide variety of,feaction skillsto help defeiid’and protect your characters 
from enemy attacks. Although their effectsWary from defensive Saves and countetattacks to last-minute, restorative spells, 
they all have one thing in common: Their execution is based Ver on luckand partly on experience, Just ‘because an attack 
is supposed to trigger them doesn’t mean it will-all the time. \ 





® 


Name Description Trigger wp Job Origination Rating 
Counter Tackle Counters a physical attack with a Dash attack’s 

body blow. Indispensable in the beginning stages 

of the game but not in the middle to latter parts, Physical attack 180 Squire + 
‘Auto Potion When a character receives any form of HP 

damage, he or she uses the lowest level potion availabe. 

This is an effective way to heal your characters 

without using an AT during the beginning and 

middle pars of the game, especially when primed 

- with Hi-Potions and X-Potions. However, it can be 

expensive, because characters equipped with 

this can—and will—use potions indiscriminately. HP damage 400 Chemist nat 
Weapon Guard Allows character to pay an attack with an 

equipped weapon. The low JP rate makes this a 

ood buy for magic users and warriors alike. 

Effective against all weapons (Including Bows 


and Guns)! Weapon Attack 200 Knight “ 
Speed Save When a character takes HP damage, 
it raises his or her Speed by 1. HP damage 800 Archer + 


Arrow Guard Increases the character's chances of evading 

a Bow/Crossbow attack. This is another good 

skill forthe first half of the game, when enemy 

bow strikes can be very damaging. Bow/Crossbow attack 450 Archer “ 
HP Restore Restores HP to the character when an attack 

brings him or her down to critical levels. Critical Status 500 Monk + 
Counter Character counters an enemy's physical attack 

with one of his or her own. This isa slightly stronger 

version of Counter Tackle. Physical Attack 300 Monk + 
Hamedo Gives the character a chance to attack before 

being attacked, This is invariably fatal when triggered; 

however, the enemy character must attack within 

weapon range for it tobe effective. Physical Attack 1200 Monk at 
Regenerator An attack that causes HP damage causes the 

character to receive Regen status, gradually 


restoring his or her HP. Adds: Regen. HP damage 400 Priest + 
Counter Magic The character counters wit the same magic 

attack he or she receives. Magic Etlect 800 Wizard * 
Critical Quick The character's AT is elevated to next position 

when his or her HP totals fal within critical levels. Critical Status 700 Time Mage + 


MP Switch Character loses MP instead of HP when attacked. 

Good for Job Classes and action ability combinations 

that don't make use of MP. HP Damage 400 Time Mage co 
MP Restore Like HP Restore, an attack that leaves the character 

in critical condition causes full restoration of MP. Good 

for Wizards and Summoners whose attacks use lots 


of MP. Critical Status 400 ‘Summoner + 
Caution Receiving an enemy's attack causes the character 

to take up a defensive position that halves all damage. 

Lasts until the character's next AT. Adds: Defense. HP damage 200 Thiet + 
Gilgame Heart Character receives from the enemy the same amount 

of Gil as HP damage incurred. HP damage 200 Thiet + 


i ey 
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Name Description Trigger wp Job Origination Rating 
Catch Character can catch and Keep items thrown across 
the battlefield. I's possible to pick up rare items, too! Throw 200 Thiet + 
Finger Guard Character plugs his or her ears to dodge Talk Skil 
(Wword-based) attacks. Word Skills 300 Mediator + 
‘Absorb Used MP Restores character's MP by the same amount the 
‘enemy used to cast its spel. MP Effect 250 Oracle He 
Counter Flood Character counters a physical attack by invoking the 
‘appropriate geomancy effect. Physical Attack, Geomancy 300 Geomancer ry 
Dragon Spirit When a character receives HP damage, that character 
casts the Reralse status. Physical Attack 560 Lancer * 


Meatbone Stash When cftcal, allows the character to damage the 
target in the amount of his or her max HP. Its weakness is 
that it doesnt work if the characteris defeated before 
hitting the critical stage. Critical Status 200 Samurai + 
Blade Grasp Allows the character to evade physical attacks 
other than Bow/Crossbow attacks. The higher the character's 


Brave points, the higher the evasion percentage, Physical Attack” 700 Samurai set 
Sunken State Character hides and becomes Invisible once he or she 

receives HP damage. Adds: Invisible. HP Damage 900 Ninja ah 
Abandon Raises the character's evade percentage, allowing him or 

her to dodge attacks more easily. Works with all physical 

attacks and some magic attacks. 400 Ninja * 
Distibute ‘When the character's HP are maxed, he or she shares any 

‘excess HP with his or her allies. HP restore 200 Calculator * 
Damage Split Character shifts damage received from him- or 

herself to the enemy. HP damage 300 Calculator ” 
ASave Raises the character's physical attack power when 


attacked by the enemy. Works best on characters with 

low attack power. However, because i's part of the 

Dancer's ables, is available ony to female characters. HP Damage 550 Dancer rd 
Brave Up _This raises the characters Brave level when attacked 

by the enemy. However, because this is part of the Dancer's 


ablites, i's available only to female characters. Physical Attack 500 Dancer a 
MASave Raises a character's magic attack power when he or she 

takes HP damage, Because i's among the Bard's skis, 

it is only available to male characters, HP damage 450 Bard # 


Faith (Face) Up Raises a character's Faith level when he's hit with a 
magical spell, Ths abilty has its good points and bad: 
It raises his or her magical power, bt it also makes him or her more 
susceptible to enemy magic. Because i's among the Bard's 
skill, its available only to male characters. Magic Effect 500 Bard * 


Support Ly. ; f 









Support abilities range fre im, kills that a ty Nh to qi 
bonuses that jimprove wa accuracy, s| ir charge times, fe 
choose Api yand in et every case " il be flipping coins to 


s and powers from other Job Classes to 
required MP for spells. There's a lot to 
‘among the more helpful ones! 
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Name Description uP Job Origination Rating 
Equip Axe Allows the character to equip an Axe, regardless of Job Class. 170 Squire + 
Monster Skil The character can target friendly monsters within a range of three panels, helping them acquire new 

abilities. I you'e fond of using monsters in bal, this skill is very helpful. 200 Squire + 
Defend Character defends and prepares for an attack. Activated by choosing the command 

Defend on the Action menu. 50 Squire + 
Gained JP Up _ Increases the amount of JP earned in battle. A must-have forthe beginning and middle 

‘stages of a character's development! 250 ‘Squire te 
Throw Item Makes a character able to throw items over an extended range, even if he or she’s not a Chemist. 350 Chemist + 
Maintenance Makes equipped items immune to break techniques. Another must-have, especially when the 

character possesses powerful and/or rare items. 250 Chemist cry 
Equip Change Allows the character to change equipment, even in battle, Activated by selecting the action 

command Equip Change. 0 Chemist + 
Equip Armor Allows the character to equip heavy armor, regardless of Job Ciass. Excellent it you'r fond 

‘of magic users or warriors, such as the Monk and Ninja, who can't wear armor. 500 Knight He 
Equip Shield Allows the character to equip a shield, regardless of Job Class. 250 Knight + 


Equip Sword Allows the character to equip a sword, regardless of Job Class. Great for characters, 
such as Agrias and Orlandu, when training in a Job Class that doesn't allow them to equip a 
‘sword and use their special sword skills. 400 Knight aad 
Equip Crossbow Allows the character to equip a Crossbow, regardless of job. 350 ‘Archer + 














Name 
Concentrate 


Martial Arts 
Magic Defend Up 
Magic Attack Up 
Short Charge 


Half of MP 


‘Secret Hunt 


Equip Gun 


Train 
Monster Talk 
Defense Up 
Attack Up 
Equip Spear 
Equip Knife 
Two Hands 
Two Swords 


Gained Exp Up 


Name 
Move +1 
Move—Find Item 


Jump +4 
Move—HP Up 
Teleport 


Float 
Move +2 
Jump +2 

Any Weather 
Move—MP Up 
‘Any Ground 
Move on Lava 


Ignore Height 


O 
Le 
ES 
4 
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‘Walk on Water 
Move in Water 


FNEITTI CSPI ES LS 


Description 
Makes the enemy unable evade the character's attacks. f the enemy is 

within a targeted panel, the attack is sure to succeed. A must have for al Job Classes! 
Character gains the bare-handed fighting strength of a Monk, regardless of Job Class. 
Lessens damage caused by enemy magic attacks. 

Increases the damage a character's magic attacks will inflict, 

Increases a character's CT speed, halving the time it takes him or her to cast spells, and so on. 
‘A must have for the magically inclined. 

Halves the MP used when casting a spell. Especially useful for characters who cast 

alot of expensive magic spells. 

This abilty allows you to ‘poach’ the pelts of monsters you've kiled. Once poached, 

you can take them to fur shops where they'll be made into items. This isthe only way to 
Procure some of the game's rarer items, such as perfume and ribbons. 

Allows the character to equip a gun regardless of Job Class. Useful, especially once you've 
picked up one of the powerful spell guns. 

When an enemy reaches terminal status, the character can persuade ito become an all. 
‘Allows a character to speak with monsters, even if he or she's not a Mediator. 

LLessens damage incurred from physical attacks by half. 

Increases damage a characters physical attacks cause. 

‘Allows the character to equip a spear regardless of job. 

‘Allows the character to equip a Katana regardless of job. 

‘Allows the character to hold his or her weapon with both hands, increasing its attack power. 
The character can use a weapon in each hand, even if he or she's not a Ninja 

Double attacks increase the amount of damage possible. Definitely a must-have! 

Increases the Experience Points a character eams by 1.5. Good for increasing character's 
experience levels, 


Movement Abilities mW G 


ML; 
Description 

Increases the character's movement range by one panel. 

‘Allows the character to find any hidden items on the destination panel. This skilis the only 
way for characters to find hidden items, making ita must-have 

for everyone in your party. 

Increases a character's jump elevation by one panel. 


Allows the character to recover a small amount of HP as he or she moves around the battlefield. 


‘Allows the character to move to any space on the battlefield instantly, However, the farther the 
destination panel, the greater the chance of failure, Take care to stay within a reasonable 
movement radius. 

‘Allows the character to float 1 panel above ground, Identical to the effect of Feather Boots. 
Increases the character's movement range by two panels. 

Increases a character's jump elevation by two panels. 

Allows the character to walk over swamps, marshes, poison marshes, regardless of climate. 
‘The character recovers MP as he or she moves. Similar to Move-HP Up. 

Character can walk easily over watery terrain such as rivers, 

Allows the character to move and walk over volcanic terrain. However, only one battle map 
features molten lava, so this skill is basically useless. 

‘Allows the character to jump to any height, regardless of jumping ability, A must-have for 
battles requiring you to climb to the tops of buildings, and so on. 

‘Allows the character to walk or stop on the surface of water. 

Character can move or stop on water. 


Move—Get Experience Character gains Experience Points as he or she moves around. 


Move—Get JP 
Jump +3 
Fly 


Move +3, 


Character gains a small amount of JP as he or she moves around. 
Increases characters jump elevation by three panels. Restricted to female characters! 
Character can leap over enemies and obstacles while moving. Good for reaching 
panels blocked by other units or quirks in the terain. 

Increases character's movement range by three panels, Restricted to male characters! 
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JP 


400 
200 
400 


900 


200 


750 
450 
100 
400 
400 
400 
400 
900 


900 


350 


JP 
200 


100 
200 
300 


520 
480 
200 
350 
220 


150 


700 
300 
420 
400 
400 
1000 


1200 
4000 


Job Origination 


Archer 
Monk 
Priest 
Wizard 


Time Mage 


Summoner 


Thiet 


Mediator 
Mediator 
Mediator 
Oracle 
Geomancer 
Lancer 
‘Samurai 
‘Samurai 


Ninja 


Calculator 


Job Origination 
Squire 


Chemist 
Archer 
Monk 


Time Mage 
Time Mage 
Thiet 
Thiet 
Oracle 
Oracle 
Geomancer 


Geomancer 


Lancer 
‘Samurai 
Ninja 
Calculator 
Calculator 
Dancer 


Bard/Dancer 
Bard 


Movement abilities do as their names“imply. They. can up your movement and jump radii, help you find important items as © 
you traverse the battlefield, or just make the journey.a little-easier. 
y, 


Rating 
Saad 
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The Final Fantasy Tactics Bestiary 


The monsters in FFT are a diverse lot. What makes them special is that they're eminently persuadable and poachable, 
making them very valuable to your team. Persuading an enemy into your army is as simple as having a Mediator suc- 
cessfully deploy an Invitation spell. At the end of the battle, if the monster has survived, you'll have the option to let it join 
the party or dismiss it. If you choose to recruit the monster, it becomes a full-fledged member of the team and you can use 
it in battle as you wish. 

Once a monster has joined your group, it will begin to breed, giving you access to rarer forms of the species. You can 
let excess monsters go or poach them in battle using the Secret Hunt support skill. Breeding and poaching your own mon- 
sters will actually increase your chance of securing some of the rarer items fashioned by the owners of the fur shops sprin- 
Tareas ire Ta ey re 

If you decide to use your monsters in battle, you'll probably want to invest in the Squire’s support skill Monster Skill, 
which enables allied monsters to learn their secret skill. These attack skills (italicized in the following attack lists) are 
either stronger skills from the higher level classes or entirely new ones. Class A is the strongest class, C 
mediate class, and Class C is the weakest class. 
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5 Dar Te C-EV 

(OES el Leleou) eal z oat ee 
“hs 
Move ny fomay 
6 B) Tt mera 
Nica Tel CMV ETS g 
econ et | 

fel iTeremAieares Choco Esuna 
Choco Cure Choco Meteor 


Choco Esuna 


R/S/M 
PRUE Ca ASSOC AUR OCCT 

Counter 
Counter Walk in Water 
Neate Fly 
When Poached AWE MeL 
ate ha eWay Eye Drops 
Teeter eran 
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Chappe ee 
c F< . : 
(Choco Meteor 
Choco Cure 


R/S/M 
Counter 

Walk in Water 
Ignore Heights 


When Poached 
Remedy 
Barette 


Red Panther Class 


Class C Red Panther 


Move Jump CEV 


4 4 23% 


Attacks 
Scratch 
Poison Nail 
Cat Kick 


R/S/M 

Counter 

Ignore Heights 
Unable to Enter Water 


When Poached 


Antidote, 


atl Boer 
Class BeCuar 


- 


Move, Jump CEV 


4 4 26% 


ee, 
Attacks 
Scratch ae Ds af sates I) 
Cat Kick py ws Zz 





Poison Nail © 
Blaster = 


ws 


R/S/M 

Counter 

Ignore Heights 
‘Unable to Enter Water 


When Poached, 
Soft , 
Germinas Boots 


Class A Vampire “2 2 


4 


Class-A’Red Chocobo 

Move Jump EV 
6 5 10% 
‘Altacks 








Move Jump == EV 
4 


Attacks 
Scratch 
Cat Kick 
Biaster 
Blood Suck 


R/S/M 

Counter 

Ignore Heights 
Unable to Enter Water 


When Poached 
Holy Water 
C Bag 


Ghoul'Class 





Glass C Ghoul 
Move Jump 
4 a 
Attacks 

Throw Spit 

Sleep Touch 


Grease Touch 


R/S/M 

‘Counter 

Float 

Unable to Enter Water 


When Poachet 
Ether, A 
Ninja Knife 





Class B Ghost exit 


Move. Simp 
i, 


4 o 


Attacks, 
Throw Spirit 
Grease Touch 
Drain Touch 


R/S/M 

Counter 

Float 

Unable to Enter Water 


When Poached 
Hi-Potion 
Main Gauche 


Class A Revnant 
Move Jump 
5 4 


Attacks 
Throw Spirit 
Drain Touch 
Zombie Touch 
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CEV 
26% 











— i‘ 
CEV 
27% 
S ha Cet 
C-EV 
28% 


Tee awe "pe ae 



























ye 





| R/S/M When Poched 
. Counter 
e Float $ 
Unable o E = 
c ~~ When Poached 
Hither 
Mythril Gun 
Py, Attacks 
ie Bite 
Self Destruct 





Small Bomb 





dove ATsiu 
3 Counter 
¢ Float f ie 
Unable Jo Enter Water 






Attacks ~ 
Tackle 


i : F 4 
Fiaine Rod | : 
i . 


ASM Wer 
‘om ~, Class B Grenade 


Move Jump 
} When “—y S 


J 


en ( 
Attacks tft 
Z 6 Bite + ti) 
J A Jarabe r 
\ Hf Destruct 
y Goblin Ji] Jini 
: wee Ati v CEV 


R/S/M 


Counter 





tacks | 
Tackle f 
Tum Punt is 
i fren 





j 


j pre 8 
y Fame 


Counter é ' 





. SIM fe y ‘\ \" 
Péatied 





Wen P 


| 
x 
a 
Z 
Vv 
(. 
a 
dq 





When Poached 
Lightning Bomb 
Flame Shield 


Rlotiball «Class 


Class C Flotiball 
Move 


Jump 
5 5 12% 


Attacks 
Wing Attack 
Look of Fright 


R/S/M 

Counter 

Fy 

Unable to Enter Water 


When Poached 
‘Shuriken 
Platina Masser 


Class B Ahriman 
Move Jump C-EV. 
5 5 13% 


Attacks 
Wing Attack 
Look of Devil 
Look of Fright 
Death Sentence 


R/S/M 

Counter, 

Fly 

Unable to Enter Water 


Whien.Poached 
Magic Shuriken, 
Air Knife I 


Pe % Ee cEV 
5 5 1% 


Attacks 
Wing Attack 
Look of Devil 
Death Sentence 
Circle 


R/S/M 

Counter, 

Fly 

Unable fo Enter Water 


When-Poached 
‘Yaguu Darkness 
Zonin Shape 





Behemoth Class 


Glass C Behemoth 


Move Jump 
4 3 


Attacks 
‘Stab Up 
Sudden Cry 
Giga Flare 


R/S/M 
Counter 
Unable to Enter Water 


When Poached 
Defense Armiet 
P Bag 


Class B King Behemoth 


Move Jump 
4 $ 


Attacks 
Stab Up 
Sudden Gry 
Hurricane 


R/S/M 


Counter 
Unable to Enter Water 


When Poached 
Cherche 
Ultimas Bow 


Class A DarksBehemoth 


Move. Sump 
4 3 


Attacks 
Stab Up 

Sudden Cry 
Utmaguest 


R/S/M 
Counter 
Unable to Enter Water 


When Poached 
Wizard Rod 
Stone Gun’ 
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CEV 
13% 


CEV 
18% 


18% 


— . — 
=~ 


Dragon Class 
Class C Dragon 


Move Jump ©] Sycey 
5 3 Fe SN BY 


Attacks 
Dash 
Tail Counter 


R/S/M 


Counter 5 
Unable to/Enter Water 


When Poached 
Jade Armlet 
HBag 


Class B Blue Dragon 


Move Jump eV 
5 3 9%: 


Attacks 
Dash 

Ice Bracelet 
Thunder Bracelet 


R/S/M 


Counter 
Unable to Enter Water 


When Poached 
Cashmere 
Dragon ’Rod 


Class AyRed Dragon 


Move” 4) Jump a cev ) 


5 3 8% 





Attacks 
Dash 
Thunder Bracelet 


Fire Bracelet | 





R/S/M 
Counter 
Unable to Enter Water 


When Poached 
Salty Rage 
Dragon Whisker 





Woodman Class 


Class C Woodman 


Move slump 
3 3 


#8 


Attacks 
Leaf Dance 
Protect Spirit 


R/S/M 
Counter 
Unable to Enter Water 


When Poached 
Eye Drops 
Healing Staff 






“Class\B Trent 


Move Jump ceV 
3 3 0%, 


j Attacks 

Leaf Dance 

iat Spirit of Life 
Calm Spirit 





g R/S/M 
Counter 
Unable to Enter Water 


When Poached 
Gold Staff fs 
Faify Harp 

i 


Class‘Aghaija 


Move: ¢ ‘wump CEV 
3 3 0% 





ONAN Eek) VA Be AV AV VAN 


Attacks 

Leaf Dance 
Protect Spirit 

Calm Spirit 

4 © ‘Magic! Spirit 


R/S/M 


Counter 
‘Unable to Enter Water 


When Poached 
© Defense Ring 
Defender 
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Bull Demon. Class Morbol Class 


|assgBylliQemon= @ ” ea * sElass.c Morbo! 


Move Jump ceV Move Jump _ ceV 
















WNIT SLOTS BSE 
. 











3 3 N% 3 3 0% 
~ Attacks yp Attacks : 
shake Of Tentagle . 
Gather Power. Lick 2, 
2% Bad Bracelet “ 
RS/Mo / f 
ce M 
, ee le 
mr » 2 . Weal inWater ¥. 
When Poached r Ml 
Batlle Axe tae A ienyPoache ) h 
Giant Axe a ae i 
“Toe Shield 4 d F 
Class B Minitaurus fife 
i é %Class B Ochu 
Pane Jump oy 4 
=) , me “ Move dump” cEV 
>» fy 3 "3 1 0% 
Attacks ‘ 
Shake Off 
Wave Around = Mttacks 
Blow Fire i, Tentacle 
* * ‘Goo 
R/S/M Fs f 
f-Counter 
~ Unable to Enter Water R/S/M , 
WhenPoached is Oe / waste s 





CoralSword or 2 J 
_eghien Poacheds! 

4 NkarArmlet § 

Chameleon Robe” 


“Class A Great Morbol 






Move Jump CEV 
3 f 3 0% 
Mimic Titan £ 
Gather Power Attacks 
Blow Fire Tentacle 
Bad Bracelet 
Morbol Gé 
R/S/M a 
Counters, Z 
Unable to Enter Water R/S/M 
Counter " 
, Walk in Water ¥-- 
When Poache / 
Holy Lance = «> 
Ivory Rod When Poached 
an Elixir 
Xt Madlemgen 
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Seer ere ewe 


Attacks 
Tentacle 
Black Ink 


Z Odd Sanna f 
ors ith Pape 
























Ts 
y / ®/S/M 
Counter 
Fly 7 : J Walkin Water 
Unable to Enter Water / 
Reset Sy \ When Po 
Whe! }Poached his ' 5 j J Small Mantie © 





{\} y / Sleep rd 
Lave Corcous SZ iN i if uP 
/ 


Walk in Water 
ad 


Pye 
ap yeaPoached hi . 


' [ } 5 
_. Dracula Mantle . 
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Skeleton Class 


Class-@’Skeleton 


Move Jump cEV 
3 4 N% 


Attacks 
Hand Knife 
Thunder Soul 
‘Aqua Sou! 


R/S/M 


Counter 


When Poached 
Holy Water 
Ether 


Class B Bone Snatch 


Move Jump CEV 
oe 4 12% 


Attacks 
Hand Knife 
Aqua Soul 

Ice Soul 


R/S/M 


Counter 


When Poached 
Hi-Potion. 
Partisan, 


Class Ackiving-Borié 


Move Jump eV 
3 4 13% 


Attacks 
Hand Knife 
Ice Soul 

Wind Soul 


R/S/M 


Counter 


When Poached 
Wizard Mantle 
Elf Mantle 


Juravis Class 


Class C Juravis 


Move Jump ceV 


6 6 30% 
Attacks 

Scratch Up 

Feather Bomb 


R/S/M 

Counter 

Fy 

Unable to Enter Water 


Wheh Poached 
Potion 
Rubber,Shoes. 


Class 'B Steel Hawk 


Move Jump ceV 
6 6 28% 


Attacks. 
Soraich Up 
Shine Lover 
Beak 


R/S/M 

‘Counter 

Ply 

Unable fo Enter Watef 


When'Poached 


Phoenix Down 
Huntiig Bow 


Class Cocatoris 


Move Jump eV 
6 6 33%, 


Attacks 
Scratch Up 
Beak 

Feather Bomb 
Beaking 


R/S/M 

Counter 

Fly 

Unable to EntenWater 


When Poached 
Soft 
Feather Mantle 
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Uribo Class 


Class C Uribo 


Move Jump CEV 
3 3 42% 


Attacks 
Straight Dash 
Boo Hee 


R/S/M 


Counter 
Unable to Enter Water 


When Poached 
Maiden’s Kiss 
‘Cachusa 


Class 'B Porky 


Move Jump cev 
3 3 36% 


Attacks 
Straight Dash 


Poohitipse] 
Nose Bracelet 


R/S/M 
Counter 
Unable to Enter Water 


When Poached 


Chantage 
Nagra Rock 


Class A Wild Boar 


Move Jump cEV 
3 3 39% 


Attacks 
Straight Dash 
Nose Bracelet 
Eat 


R/S/M 
Counter: 
Unable to Enter Water 


When Poached 
Ribbon 
FS Bag 


Miscellaneous Classes* > ge 


“8 


Class: Apande 


Move Jump CeEV 
4 3 10% | 


Attacks 
Bio 

Bio2 

Bio3. 


R/S/M 


Counter 
Short Gharge 
Fly 


4 
Class: Archaic Demon a hey 





Move Jump C-EV . 
4 3 5% . 


Attacks 
Lifebreak 
Dark Holy 
Giga Flare 


R/S/M 
Counter 
Short Charge 


Class: Ultime*Deton: 


Move sump ceV 
5 2 10% 


Attacks 
Nanoflare 
Dark Holy 
Ultima 
Hurricane 
Ulmaguest 


R/S/M 
Counter 
Martial Arts 
Short Charge 
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NES 


The Final Fantasy Tactics Armory 


URC Ree eC SC RCC Re un em eee Ce Cee TONLE) OM Om USEC cs 
rr ee OR ea OM CC MO Me TCs ee ee CTS 
pelts of monsters, and acquire them by theft. 





SITs 
TTT Tee Physical Evade Location Cost OUT 
Broad Sword cf iy ie) 200 ad 
Long Sword 5 10 Shop 500 = 
ols relce) J El Site) 900 od 
Mythril Sword vf tc} Shop alee) = 
Blood Sword 8 a Poach: Hyudra 2500 Absorbs HP 
Coral Sword 8 A Shop 3300 Lightning Elemental 
Beles lie} t 3 Shop 5000 Adds: Don't Move 
SERS Telce} us 5: Shop 5000 Adds: Sleep 
Diamond Sword 10 10 Shop 8000 ca 
LENS Telte) iY 10 Shop 11000 = 
Lorem Ieee) 13 10 Shop 14000 Ve M al lula Te od 
Ice spell 
LVM =e (ely cs 15 Shop rece) MA Strength+2 
NET Maiele9 i 50 Iie) ON OMS 1 CoC) Adds: Toad 
Materia Blade 10 10 1a Mol e100} = = 
POTTS Ce 
TU Ted Tg Een melee Tela) Cost ONC) 
CeCe 16 cy fe OE 40000 = 
> SEV RU RelU((1 ars} 30 [Fett mele) — EVEN Sma ociat 
a Excalibur Pa ou Battle 59 10 EE aC 
ZB 7als)=s0) Ln 0) 
7 Strengthens: Holy 
= Ragnarok pz 20 [Fu eae — iT 
al Ota (ely 50 20 LSE eaoes = Regen; Adds: Petrify 
Bows _ 
Clu ATCase Physical Evade Relea) Cost END) 
Long Bow cS 0 Shop 800 = 
IVa sen iy 0 Shop able} a 
easly i ) Siitoro} 2000 Ice Elemental 
fel lare L012 ts ) Shop 3000 Lightning Elemental; 
iol 3.0) 601-1 
Windslash Bow rc} 0 Shop 8000 teh Sure 
STU. ig 0 Shop 5000 = 
Oca =seiy 10 0 Poach: King Behemoth 22000 - 
NCenEsLO ar 0 Selle = = 
oval 16 0) tel mor = = 


Sm) Ad At PACS) al Poll Oh nO) (LEAS Oe Me] e | |B) ot 


Heaven's tious 


Kiyomori 


Muramasa 
Kikuichimoji 
Masamune 
a Elmdor 





















































































sical Evade tosh e) Attributes Chirijraden 25 15 ‘ Foi 
os = 4 ‘ 
ce 
See Sonia Nig Swords 4 
ce -, ber ahr Sadia Name Weapon Power Physical Evade Location Cost 
Cok Atiddengrite 8 5 Shop 3000 
hop Foo - F 
stop 5000 Led XW Ninja Knife 9 5 Shop 5000 
shop” 400 — Short Edge” 10 & Shop 700" 
Pe Ninja Edge 12 e/a 10000 
3 Shop 5000 ae Death, Z Spell E6ge 13 ih 5) i's 16000 
4 . entence wt sasikelKnife y 14 tee j Battle 
5 Shop 8000 Wind Elemental aes feet \ ae 
j AS 10 Batles9 
io Ree Kono keto 81 16° 5 Bate 61 2 
Plague 12000 Adds: Sleep ZL vi 
Guns 
ltemName Weapon Power Physical Evade Location Cost Attributes pete Coat reese ee a 
CypressRod 6 20 Shop 1900 — + Myths Gun 8 5 
[ Balle Bamboo 7 20 Shop 74400" — eee a 3 
Musk Rod 8 20 Shop I -s } tone Gui y § 
lon 9 20 Shob, / 4000 . ’ 4 
‘ ‘ 4 A ‘Adds: Petrify 
4 Vf 4 ey oo aah ABs: Innocett- T easy gun 20. = 5 — Ice Elemental 
‘ “Glacier Gun 21 5 — Fire Elemental 
4 2 4 f | non pti 7 Blast Gun 2 — Lightning 
' F Asi ¥ Contusion, oi, ” a cons 
fi Z Frog, Poison, 
j/ Slow, Stop, Don't 
Move, Don't Act 
Whale Whisker 16 f 2 Poach: Tiamat 37000 — Spears j 
f ' F » tem Name Location Cost, Attributes 
y ¢ Javelin ‘Shop 1000 | — - 
S| Shop 2000. — 
Phnel Evade Location Coat Aten fl Speat Shop 4500 = 
Oty yy Sue fe Parisanf” 10 Shop 7000 — 
0 Shop y/ ii tal; 3 10 Shop 10000 — 
hide ire spell 10 Pobeh: 
.\ hea Secret. 36000 Holy Elemental; 
’ ope Invokes 
Hypa wom spall ‘ey 
ih Dragon Whisker 17 10 Poach: 
y Red 
Dragon 44000 — 








Battle Axe 
Giant Axe. 
Slasher 

















White Staff 
Healing Staff 
Rainbow Staft 
Wizard Stat 
Gold Staff 
Mace of Zeus 


Sage Staff 








Weapon Power 
3 


3 


Physical Evade Locatiog ‘Cost Att 

15 Shop * 120 

15 Shop 800 Cancals: Death 
Sentene 

8 Shop 4000 Restores HP of 

15 ‘Shop 2200 

15 y 4000 

15 ~] 7000 

15 ¥ Battle 57 — 

















10 





> «Bate 61 


Rods Shields 








tem Name Weapon Power Physical Evade™ Location Cost Attributes Item Name Physical Evade MAEvade Location Cost Attributes 
Red 3 20 } ‘Shop’ 200°. — EScutcheon 10 3 ‘Shop 400 — 
Thunder Rod" 20 Shop 400 — Lightning Buckler 13 3 Shop 700 — 
; Elemental; Bronze Shield 16 0 Shop 1200 — 
Strengthens: Round Shield 19 0 Shop 1600 — 
Lightning; MyftrilShield 22 5 shop 2500 — 
Invokes Bott Gold Shield 25 0 Shop 3500 — 
spell loe Shield 28 0 Shop 6000 Absorbs: Ie; 
FlameRod 3 20 Shop 400 Fire Elemental; Halves: Fire; 
Strengthens: Weakness: 
Fire; Invokes Lightning 
Fire spell Flame Shield” 31 6 shop 8500 Absorbs: 
le Rod 3 20 Shop 400 lee Elemental, Fire; Halves: 
Strengthens: Ice; Weakness: 
lee; Invokes Ice Water 
spel Aegis Shield“ 10 50 Shop 10000 "MA Strength +1 
Polson Rod 3 20 Shop 500 Adds: Poison. ‘Diamond Shield 34 5 Shop 12000) — 
Wizard Rod 4 20 Shop 8000" MAStrength +2) Plalina Shield 37 10 Shop 16000 — 
Dragon Rod 8 20 Poach: Blue Grystal Shield! 40 5 Shop 21000 — 
Dragon 12000 \— Genji Shisid 43 0 Steal 
Faith Rod 5 20 Bate 58 1 Always: Faith Eimdor ML 
‘Adds: Fait Kaiser Plale 46 20 Battle 58 =~ Stenigthens: 
Dictionaries a eaen 
ce 
Item Name Weapon Power Physical Evade Location Cost attributes tee StS) 2 Sa Baie Fa 
Battle Dictionary 7 15 ‘Shop 3000 /— J 
Monster 
Dictionary 8 15 Shop m_6000° —~ 
Papyrus Plate 9 5 Shop, 10000 — 
Madiemgen 1 5 Poach: Helmets 
Great 
Mba, / ge lem Name HP+ _MP+ Location Cost Attributes 
4 Leathertielmet 10." 0 Shop 2002 = 
Bronze Helmet 20” 0 Shop 500 
fi tron Helmet 3” 0 Shop 3000. = 
Musical Instruments pure WP. SY = 
ltem Name. Weapon Power Physical Evade Location Cost. Altributes eae iy Be, 2) 2 
RamiaHar 10 10 Shop 5000)% Adds: Confusion op a ~ 
By Senge 713 m Shon ge Gross Helmet, 70. 0 shop 4000 — 
Hiya 45 i re Diamond Helmet” 80° 0 Shop. 6000 
Ten =) Pee Platina Helmet 90 solo shop 8000 
Cirtet 100,20 shop too00 & 
OryslalHeimet”? 1200" 0 Shop 14000 — 
a 5 ’ GeniitHeimet et80 0 Steal: Elmdor  — = 
= Fabric : Grand Helmet” 1507” 0 Batlle 63 10 Cancels; Darkness, 
EAM teriNeme Weapon Power Physical Evade Locaton'~ Cost” Atibutes sep 
” Persia Wy 8 50 Shop“ 7000) = 
7 eo 15000 =, 
Ry Ryozan Sik” Hats 
re 40000. 
a ; Item Name HP+ MPs Location Cost Attributes 
<j Leather Hat 8 0 Shop 1% = 
Bags Feather Hat 16 15 Shop 350 — 
: Red Hood, a8 Shop 800 
Item Name~" «Weapon Power Physical Evade Location Cost Attributes peated ce) ° oe $200" GAT Strength +1 
C Bag a GQ Ne Shop 53000 MAStength +1 Tangle Hat M 12 Shop 1800 MAStrength +1 
FS Bag Ai i) eths Green Beret ar) Shop 3000 Speed +4 
wait Boar” 000g — TwistHeadband 56 «=O Shop 5000 AT Strength +2 
Pag a a Shop 52000 Awaystfegen Holy Miter 620 Shop 6000 MAStrength +1 
H Bag Aa a Shop 58000 Spaatle1 Black Hood 2 0 Shop 7000 — 
Golden Hairpin. 0 —«50 shop 12000. Gancels: Silence 
Flash Hat 8 15 Shop 16000 MAStrength +1; 
Speed +1 
Thiet Hat oo shop 35000 Speed +2 
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Ribbons 


Item Name 
‘Cachusha 


Barette 


Ribbon 


Armor 


tem Name 
Leather Armor: 
Linen Cuirass 
Bronze Armor 
Chain Mail 
Mythril Armor 
Plate Mail 
Gold Armor 
‘Diamond’Armor. 
Platina Armor’ 
Carabini Mail 
Crystal Mail 
Genji Armor 
Reflect Mail 
‘Maximillian 


Robes 


ttem Name 
Linen Robe 

Sik Robe 

Wizard Robe 
Chameleon Robe 


‘White Robe 
Black Robe 


Light Robe 
Robe of Lords 


HPS 
20 





HP+ 


100 


HP 
toy 
2 
80 
40 


50 


60 


Abe 
100 











Poach: 
Red Chocobo; 
Remove Alma 


Poach: 
‘Wild Boar 


Location 
Shop 

Shop 

Shop 

Shop 

Shop 

Shop 

Shop 

Shop 

Stiop 

Shop, 

Shop 

Steal: Eimdor 
Shop 

Battle 63 


Location 
Shop 

§ {Shop 

4 Shop 

* Shop 


ah Sieh 
qd ssh 


‘Shop 
Battle 62 








, Siow, Don't 

Move, Don't Act, 
Death Sentence, 
Frog 

2000 Cancels: Dead, 
Petty, Confusion, 
Blood Suck, Beserk, 
Stop, Charm, Sleep, 
Invitation 

60000 Cancels: Dead, 
Undead, Petry, 
Invitation, Darkfiess, 
Confusion, Blogd 
Suck, Beserk, Ff0®, 
Poison, Siow, Stop, 
Charm, Sleep, Don't 
Move, Don't Act, 
Death Sentence 

Cost Attributes 

200 02«O = 

600 

800 = 

1300 of — 

2000” — 

*3000 

3800 / 

"000 

00 = 

13000 = 

19000 7 — 

10 = 

18000 Always: Reflect 

Cost” Attributes 

1200 

2400 ay 

4000" MA Strength +2 

5000 ___ Cancels: Dead: 
‘Absorbs: Holy 

9000 _.. Halves: Fire; 
Lightning/ toe 

43000 Strengthens: Fire, 
Lighthing, Ice. 

3000 

= AT Strength, +2) 
MA Strength +1; 
Always: Protect, 





Feb Shoes 





Clothes 
tem Name 
Clothes 
Leather Outi 

~ Leather Vest “shop 
Chain Vest 24 Shop 
Myth Vest 30 Shop 
‘Adaman Vest 36 - Shop 
Wizard Outfit 2 5 Shop 
Brigandine 50 Shop 
Judo Outfit 60 Shop 
PowerSleve 70 0 Shop 
Earth Clothes 85 10 Shop 

” SecrebClothes 20 0 Battle’60 
Black Costume 1000 Shop 


RubberConscious 150 30 


Gauntlets 
litem Name HP+ MP+ Location 
Power Wrist 0 0 Shop 
Genji Gauntlet 0 0 Steal: Elmdor 
Magic Gauntlet 0 0 Shop 
Bracer 0 0 Shop’ 

» fi 
Shoes 
Item Name HP+ 
Battle Boots 0 
Spike Shoes 0 
Germinas Boots 0 
Rubber Shoes o 


Feather Boots | 
Sprint Shoes.“ 








ttem Name HPs MP+ Location 
Reflect Ring 0 0 Shop 
Defense Ring 0 0 Shop 
MagiciRing 0 0 Shop 
Cursed Ring 0 10 Battle 60 
Angel Ring 0 0 Shop 


LY Poach Hydra 






12000 « 


48000 


1000 
4200 
5000 
1800 


2500 


7000 
1000 


Cost 
10000 
5000 
10000 


0 


{> 


20000 




















AT Strength +1, 
Cancels: Dead 
AT Strength +2 
Absorbs: Earth; 
Strengthens: 
Earth 

Adds: Invisible 
‘Speed +1 


Cancels: Stop 


Cancels: 


ength #2 
yStrength +2 
AT Strength +3 


INV4 1VNI4 9HL 


Attributes 
Move +1 
Jump +1 
Move +1; Jump +1 
Cancels: Lightning, 
Don't Move 
Always: Levitate 
Speed +1 

MA Strength +1; 
Move +1 













Attributes 

Always: Reflect 
Cancels: Sleep, 
Death Sentence 
Cancels: Silence, 
Berserk 

Cancels; Invitation; 
AT Strength 44; MA 
Strength +1; Speed 
+1; Always: Undead 
Cancels: Darkness, 
Dead; Always: 
Reraise 
















Armlets she 
tem Name HP} MPH LL st “Attributes "Cost 
‘Diamond Armiet 0 00 "AT. Strength +1; MA 50 
dS ” ssiengh; 200 
ft s ’ ~F ks Gecko 700 
Jade Armiet 0 Shop 40000 Cancels: Stop, 200 
Petity 600 
108 Gems 0 0 Shop 15000... Cancels: Zombie, 10 
Blood Suck, Frdg, Antidote 50 
Poison; * Eye Drop, 50 
Strengthens: All _EchoGrass" 50h 
attributes Maiden's Kiss™ “50 
N-Kai Armlet 0 0 Shop 10000? — Cancels: Charm, Sof 100, 
]-Gontusion; Halves: aaoly Water. 2000 
Y ~ Darkness imedy 350 
Defense Armiet 0 0 Shop 7000. Cancels: Don't bh z 
Mave, Don't Act ‘# fF 4 
HoenigDown 300 
Mantles Pee ii ; 
tem Name HP+  MP+ — Location Cost Attributes. 
‘Small Mantle 10 10 Shop. 300 ‘ 
Leather Mantle 15 15 Shop 800 
Wizard Mantle 18 18 ‘Shop 2000 
if Mantle B25 Shop 8000 
DraculaManle 28 28 Shop 15000 
Feather Mantle 40, 30 ‘Shop 20000 
Vanish Male 95s Batle40 aw 
A 
Perfumes sn eee 
ty ; a y 
Hem Name HP+ = MPs — Location’. Gost , , 
Chantage 0 0 Poach: Porky 60000 F 
Cherche 0 0 Poach f 7 
King Behemoth “7 Nways; Levitate, 
“petiect 
Setiemson 0 0 Poach: Hydra” 60000" 
Salty Rage 0 Om Poach 
ka .. Red Dragon 


Shuriken 7 


Item Name “Weapon Power Physical Evade 

Shuriken tg 0 

Magic Shutiken <7” 9% 

Yagyu Darkness 10. ee fi 
A 





Balls 

tem Name Weapon Power Physical Evad@™Locati 
Fire Ball 8 0 a 
Water Ball 8 0 Shop 
Lightning Ball | 8 0 £ Shop 
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Attributes 
Restores 30 HP 
Restores 70 HP 

Restores 150 HP 

Restores 20 MP 

Restores 50 MP 

Restores all HP and MP 

Cures Poison 

Cures Darkness 

Cures Silence 

Cures Toad 

Cures Petry 

Cures Undead 

Negates various Status Anomalies 
(Poison, Darkness, Silence, Toad, 
Petty, Sieep, Confusion) 

Negates Unable to Fight Status and 
restores a small amount of HP 










NPS 


COSTE Nee Uke 1 


a TCO 


At the beginning of Chapter Two, you can walk into any bar in Ivalice and pick up job propositions. These propositions 
UTNE TR SCC ae NS MTN Ue Mare COR OD CaM CUTS OIC SCCM LK 
sitions, by town, in the order they appear. Some propositions won't show up until after you reach certain 
Adventurer/Treasure Hunter levels, so don’t be surprised if you don't see some of these until much later in the game. 

The table also reveals the recommended Job Class for each task, and the type of reward you can expect if you com- 
plete the mission successfully. The recommended Job Classes are hinted at subtly in the descriptions of each proposition; 
Pe neon ae ent CUOMO CCC UMC RUM Certs Cam CCST CRY Mem ome SMC Re ceca 
tee 


ee Cg 


Proposition Title Cost ESC Ue 0B) REED NEI) 

Girl at Gulg Volcano 3100 creat BIC 

Sad Traveling Artist 50 Nee Nog ceil 

BIEN TOP NATL) i) DEWlecg Gil 

Ringing of the Bell 2000 A Tr zlCe} Treasure 
eee OCs 1000 aicrte Gil 

RT elas cUlulale 1100 _ Gil 

Lol ile Oy 200 ang Ueto oN Eee) 
Mircea oti 5000 Knight aC 
CETTE ya eLby é 

Lace) eee Cost Litter Tur em eRe) CANE} 
Testimony of an Ex-Miner 600 a Gil 

Lolo Ke Bula eomelIC Ue) 3050 = Gil 

Eye) Ue nA A ablelel) aa lei 

Master Math 50 eZ L og Gil 

Win the Magic Contest ) Summoner Ric 
Com Rey 

Proposition Title Cost Gs eel Tue OE} SNE) 

Ric mUCH sr Ulcy 600 Summoner Pee 

poem sta ) = Unexplored Land 
LD oe-In MaOsar4 0 a Unexplored Land 
LD eels aE ee) 0 - LU Talcsre\(olge(om Bec] 
Minimum’s Melancholy 1 Cole) = ACEC 

ATTICA Lesa cate UenTe)s ae 1000 icy Treasure 

AN TTT Lune Ucar Wedge 600 — Gil 
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# Vays ita 
: ; / 
Zaland Fort City Yardow Fort City 4 
so Propostion Tie SS ee a Proposition Tile Cost Recommended Job Class Reward f 
Jy Salvage the Trade Ship 100. Géomnaner Gil pct Tour a a dq 
ne a eae 7 Envoy Ship Falcon 3500 Monk Treasure 
pdedomeome iin Samurai Treasure Good Workplace and Job! 0 iz Gil ¥ 
Deep in Sweegy Woods 1100 — Unexplored Land Miners Tour 100 ae oa 
Shy Katedona 500 Mediator Gil Wiest Iam ai 
Win the Zaland Fight! 0 Monk Treasure: Win the Yardow Fight! 0 Knight Treasure 
Lionel Castle Riovanes Castle 4 
Proposition Title Cost’ Recommended Job Class Reward Proposition Title Cost” Reé¢ommended Job Class Reward 
My Little Carrot 100 ts Gil Setret Society 600 Ninja Gil * 
‘Trade’Ship Douing 100 Bard Gil Fiar's Request 3000 > Gil J 
1 Saw It 1050 = Unexplored Land Sea, of Gredia Island 4000 Geomancer ‘Treasure , 
Storm of Zigolis! 1100 Mediator Unexplored Land Stranded Trade Ship 0 Geomancer Gil a 
Protect the Little Life 1500 = Treasure Letter to Love 0 ps, Treasure 7 
Emissary of Lionel 4000 = Treasure ‘The Greatest Plan 050° “4 Treasure 
Challenge of Zero 50 Knight Treasure Hatd Lecture 200 Wheat Gi 
Goug Machine City Bervenia Free City 
Proposition Title Cost Recommended Job Class Reward Proposition Title Cost Recommended Job Class Reward 
Vacancy! 100. — Gil Hidden Trap at the Maze, 8000, - Treasure 
Heir of Mesa. 10000 a3 Gil ‘One Activity 500 = Treasure 
Machinist Contest 100 Chemist Treasure Ruins at Bed Dessert’ 550 — Unexplored Land 
Salvage the Trade Ship 100 Knight Treasure Adventurer Wanted 100 Squite Unexplored Land 
Devil inthe Dark 3050 — Gi | Sawit!t Sweat 300 Unexplored Land 
Machinist Contest 0 Chemist Gil Defeat Behemoth 500 Knight Gil 
Warjilis Trade City Zeltennia Castle 
Proposition Title Cost Recommended Job Class Reward Proposition Title Cost’ Recommended Jeb Class Reward 
. Destiny of the Company 1050 Geomancer Gil Farnar Channel Waves. 3100 Time Mage “Treasure, 
‘Concets of a’ Merchant 2000 sf Unexpiored Land Mother 3050 Ae Gi 
Wandering Gambler 15000 Monk Gil Attractive Workplace 1000. Monk. Gil 
Mountain of Rain 600, Ninja Unexplored Laid Dream Child 3500 — Gi 
Within the Darkness. 1500 Priest, Gi How'Much is Life Worth? 580)” Chemist Treasure 
True Romance eS One 9 = Treasue Phantom Thiel Zero 100 * Knight Treasure 
mae M 
Goland Coal City ’ / “+ Taighidas*Trade*City 
Proposition Tite“ Cost’ Recommended Job Class"~""Reward Proposition Tite Cost Recommended Job Class Reward 
Will of EI 8000 Knight Gil Clift of Himdka 1500 = Treasure) 
Miners We be 50. Monk Git Ore of God 13000 a Treasure 
Miners Wanted 2° Spf + 150 Monk ‘Treasure Death Canyon 13000 a = Gil 
Adventiter Franzen gf... 1100 = Unexplored Land Defeat Whjlwind Karz 11000". Knight Gil 
Defeat Golden Golekol Y Gi Road of Beasts 10000 Geomancer Gil 
Terror of Assabit Cave Gil Memories 100 — Gil 
Dream of a Miner Gil 
: f Pn ae Limberry Castle 
Lesalia Imperial Capital 
: Proposition Title Cost Recommended Job Class Reward 
Proposition Title Cost Recomimerided. Job.Class. Reward My Treasure 3050 = Gil 
Sunken Salvage Tour” -4000 FA essing Chocobo Restaurant 100 Monk Treasure 
Mine Excavation Tour 1000 i Treastite Poeskas Lake Bottom’ 1500 Ninja Unexplored Land 
Discovery Tout 5000 Updiplored Land Ominous Dungeon 3000 — Unexplored Land 
if Wishes Come True 6000 a Gil ‘Wandering Gambler 15000 Monk Gil 
Son, Pappal — 3000 Gil Thief Zero’s Last Stand 10000 Knight Gil 
Secret Door ) 3050 Gil 
Thiet ZeroRetumms! © 500 Treasure 





NOT€ 


The amount of Gil you receive for completing a job successfully is randomly generated, as 
is the Treasure you receive or the Unexplored Land you find. A full list of all of the game's 
‘Treasures and Unexplored Lands follows. 
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Unexplored Lands: 








The following secret areas aré tributes to-places that existed in earlier games in the F Final Fan 
U.S. and in Japan. Discoyering ‘one of these won’t open up anew place on the map, but it Will, 
an Adventurer! % - 


Shrine of Chaos 

Forbidden Land of Eureka 

Pandemonium 

Mirage Tower yf 
Floating Castle rf 
Matoya Cave 
Crystal Tower 
Magic Continent 
Castle of Trials 
Tower of Babel 
Ronkan Ruins 
Falgabird - 
Magic Train 

Touzas Village 

Chocobo Forest 

Semite Falls 





Treasures si 


Like the foregoing Unexplored Lands; many, ofsthe following Treasure’ items derive from previous! Final Fantasy 
games. Atthe end of the list we include’ the Zodiac Stones you acquire as you complete varigl rts of Final Fantasy 






Tactics. } Y 
Treasure Items Zodiac Stones 

Four Gods Set Rat Tail Aries 

Beetle Charm M-Fiction, Novel Taurus ie 

Tobacco Pipe Diary of Nanai Gemini ©. 

Zeni-Sword wyuvle Cancer 

Black Cat Book of Enavia _ leo 

Malice Mask, } Magical Gun FP virgo” 

Parade Helmet y M Machineguny J/// | Libra § 

Kid's Bread} § Magi-Sword yy Scorpions“ * 

Adult’s Bread Minu Orb f sagittarius 

Calcobrina Tarot of Ben Capricorn 

Yurgeivogue ) Parasite Tree , Aquarius 

Red Materia ‘ongibunne Spear } Pisces 

Blue Materia \, 4 Chocobo Cannon Serpentarius 

Black Materia St. Elmo's Fire / 

White Materia Germonik Scriptures s 
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